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Dr. Eggman claims to be over his evil genius phase, and wants to make amends for his past 
transgressions. His amusement park certainly looks like a lot of fun, and even Sonic calls it 
“epic." But as Sonic also adds: “Eggman plus secretly built amusement park equals evil plot for 
us to foil." Is Eggman really rehabilitated and leaving his criminal mastermind ways behind? Or 
is Sonic right again... as usual? 








Tails the flying fox is Sonic's best buddy. He's also a mechanical genius, and he's pretty sure 
his Wisp translator will help crack the case of the mysterious space amusement park. All he 
needs to do is, uh... “connect the framistatic capacitor to the maximizing modulationizor And 
other stuff. Then he'll get the real story behind Eggman's scheme trom Yacker, the White Wisp. 








When Sonic finds Eggman's hench-bots chasing a pair of harmless-looking aliens, ۶ follows his usual instincts 
and rescues the creatures. One of them is a White Wisp named Yacker, and the little fellow seems to have à 
message for Sonic and Tails. Unfortunately, neither speaks Wisp, so Tails sels to work on a translator device. As 
he refines its workings, Tails gets more tidbits of info from Yacker on Eggman's plans 





Dr. Eggman's robotic minions exist only to serve their 
master. Although both bots have been around long enough 
to watch most (okay, 200 of Eggman's plots foiled by 
Sonic, they remain understandably loyal to the man who 
holds their ON/OFF switch 
















Or wiees EBITD. 


Collecting Wisp capsules gives Sonic access to their 











remarkable Color Powers. The Sonic Colors game 
manual provides a nice rundown of these various 
powers and how to unleash them. But we'd like to 
add a few notes of our own to help you master them 
completely. p 


Unlockin 
g ı Be sure to turn Sonic to face the general direction you want to shoot before activating the laser. If Sonic faces 
C 0 | f ۲ ۳ 0 W e rs ! the opposite direction, you may not be able to rotate the aiming line all the way over to where you want it. 





When Sonic first transforms into the Cyan Laser form, a dotted aiming line 
appears. You get a few seconds to adjust the aim in a limited arc by moving 
this line with your controller. Then the laser fires, shooting Sonic to a new 
location. Many amazing shots are set up for you via the placement of prisms 
and optical cables. Just aim the Cyan Laser at these and let her rip. 



















In the early going, you'll find many Wisp capsules Also note that the Cyan Laser cant penetrate walls or unbreakable blocks and crates—the ones with blue- 
empty. These capsules become inhabited by Wisps | lit trim. It ricochets off these surfaces, an action that you must often use to reach targets. (Our walkthrough 
only after Sonic finds and liberates them—Wisps ! screenshots always illustrate the best shot angles for aiming the laser.) But the laser can blast through 

of that capsule's color—later in the game. (See our destructible blocks and crates, the ones with white-lit trim. Remember this when you have the laser available 
Color Power Unlock Chart below.) Of course, you can ' and you see an encased special item that seems inaccessible. 

complete each Act despite the empty capsules. But ۱ 4 » 


many areas within the Act won't be accessible until 


you unlock the missing Wisps' Color Power later and | 
then return to replay the Act. ۹ E om 


For example, the very first Act of the game (Tropical i 

Resort, Act 1) features vast underground areas that ۱ 5 چم‎ " 
yield valuable goodies. But you can't explore them 9 
until after you've completed all Tropical Resort i جس‎ 
missions, plus Act 1 of Sweet Mountain where you This form has two uses. Sonic can drill through “diggable dirt” in 

unlock Yellow Color Power. Then you can return to ı Underground areas to find many valuable items. The Yellow Drill also e 
replay Tropical Resort, Act 1, where you'll find all the becomes a fast-moving and indestructible torpedo in underwater areas. 
previously empty Yellow Wisp capsules now occupied , Note that Sonic cannot enter any pipe openings, either underground 

by Yellow Wisps. You can collect them and use the or underwater, unless he's in the Yellow Drill form. Also, Sonic 

Yellow Drill form to tunnel through the “diggable dirt" , automatically returns to his regular form the moment the Yellow Drill 
sections. emerges from dirt or water into the air. 


ORANGE ROCKET‏ ن 


- 4 ۱ ۳ simplest to "control" because, well, 
you have no control other than where you 
Choose to activate it. Look for vertical trails of Rings after 
collecting an Orange Wisp capsule. These are usually clues that suggest 
you should activate the Orange Rocket right under them. 

















We account for this replay factor in our walkthrough 
by adding "special color sections” in each Act to show 
you how to use the Color Power after it's unlocked and 
you return to the area. But we've made sure that each 
Act's walkthrough works for you whether or not you've 
got all color powers unlocked. 





سے ہے سم ہے ہے بی ہم ہم بے ہے ہہ ہے سے سد = De‏ 











Color Power Unlock Chart 
How to Unlock 

‘Cyan Laser - Complete Tropical Resort, Act 3 
Yellow Drill Complete Sweet Mountain, Act 1 
Orange Rocket Complete Sweet Mountain, Act 3 
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Once activated, the rocket shoots straight up in the air in a perfect vertical line until it expires 
after a few seconds. Typically, Sonic's gentle freefall back to the ground afterwards is where 
you gain the greatest benefit of the Orange Rocket. Often you find special items this way. 


- Complete Starlight Carnival, Act 5 
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NOTES ON GIMMICKS 





Most gimmicks such as Springs, [ or Dash Rings are easy to use. Sonic 
ust has to touch the gimmick to trig uch as winch or zip-line wire 
handles that are seemingly out of reac get and orab them. 

Here's a list of all the areas you can unlock in Sonic Colors and what it takes to unlock them. 





Sweet Mountain 
Defeat Tropical Resort Boss 

Starlight Carnival 

anet Wisp 

> = ME یر‎ - A 
Aquarium Park i Defeat Starlight Carnival and Sweet Mountain Bosses 
Asteroid Coaster 

erminal Velocity efeat Planet Wisp, Aquarium Park, and Asteroid Coaster Bosses 


lear Tropical Resort, Sweet Mountain, and Starlight Carnival areas. 
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Red Stage, Act 2 Earn 80 Special Rings 
Blue Stage, Act 2 Earn 100 Special Rings 
Green Stage, Acl 2 Earn 50 Special Rings 
Purple Stage, Act 2 Earn 90 Special Rings 
Sky Stage, Act 2 Earn 110 Special Rings 
White Stage, Act 2 Earn 70 Special Rings 3" 
Yellow Stage, Act 3 Earn 130 Special Rings 
Red Stage, Act 3 Earn 150 Special Rings 
Blue Stage, Act 3 Earn 170 Special Rings 
Green Siage, Act 3 Earn 120 Special Rings 
Purple Stage, Act 3 Earn 160 Special Rings 
Sky Stage, Act 3 Earn 180 Special Rings 
White Stage, Act 3 Earn 140 Special Rings 
Mii as playable character in Simulator Earn 30 Special Rings 


Transtorm to Super Sonic Clear all of Game! Land 


THE BASICS 
SCORING 








You'll be happy to learn that you start each new stage 
with a large number of points. The designers call this 
your "Base Clear Score.” Unfortunately, the game then 


Here's the inside scoop on the Sonic Colors scoring system, courtesy of Team Sonic. 


In general, non-boss stages are divided into tour categories based on length: Very Short, Short, Medium, and ! proceeds to deduct a specific number of points per 
Long. Very Short stages can be cleared in about one minute, Short stages in about two minutes; Medium stages , second from that base score until you clear the stage. 
in about three minutes; and Long stages in more than three minutes Boss stages vary in length, so check our ' This per-second deduction is your “Deduction Score.” 


So the longer you take to complete the stage, the more 
points you lose from your starting point total. The 


1 
I 
I 
! fi i i A 1 
How to Calculate Stage Results nays call your 6 which is then 
I 
i 


boss-level walkthroughs for information on their size 


plugged into the Basic Scoring Formula we mentioned 
BASE SCORING FORMULA 


earlier. 
When you complete a stage and reach the Results screen, your final score is calculated based on the following When you clear a stage, the game calculates your Time 
formula Score as follows: 


Time Score = Base Clear Score - [Deduction Score x 
Stage Clear Time (in seconds)] 


(Continually Converted Bonus Total + "No Miss” Bonus) + Ring Score + Time Score = TOTAL SCORE 


Your total score determines the rank (S, A, B, C, or D) you earn for the stage. Keep reading for a complete 
explanation of each value set in this formula. 


20 MISS” BONUS 
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1 
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If you take so long clearing a stage that your Time 

! Score drops all the way to zero, the "Time Over” 

: message appears onscreen in the upper-right corner 
! For more on this condition, see the next section. 
1 
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This bonus is awarded based on the number of times you lose 8 try when clearing a stage It decreases each time 
۳ jose a try and drops to zero if you lose five tries. The “No Miss” bonus points available changes with the 
gth of the stage. Stage length is divided into four categories: 


Both your Base Clear Score and the Deduction Score 
(number of points deducted per second) will change 
according to the length category of the stage. Here are 
the four categories and the corresponding scores: 


Stage Length: Very Short . Stage Length: Short 
' Stage Length: Very Short 
0 0 


150,000 a an Deduction Score 
IS on Scor 
E 112,500 210000 ! Base Clear Score (Points Deducted 
97.500 182.000 3 per Second) 







56,000 mas 150,000 1,000 


28,000 


30,000 
15,000 
0 Stage Length: Short 


1 
E 
« FR Deduction Score 
ase Clear Sc (Points Deducted 
Length: Medium Stage Length: Long sk et - 


Added Bonus Added Bonus 320,000 1,100 


nm wn — 
ar on مب‎ 


0 => 


450,000 0 650,000 

337,500 1 487,500 Stage Length: Medium 
292,500 2 422,500 EM Deduction Score 
3 90,000 3 130,000 Base Clear Score (Points Deducted 
4 45,000 4 65.000 per Second) 
5 8 3 8 7 ۱ 0 1.200 
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Boss (General) ı Stage Length: Long 
تس‎ [Added Bonus و‎ Deduction Score 
ase Clear Score oints Deducte 
0 1,000,000 B Det Second) 
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0000070000000 1,400 
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2 650,000 
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4 
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Note that boss levels have different Base Clear and 
Deduction Scores, so be sure to check those in our | 
walkthrough for each boss. 


100,000 
y و‎ 





The game keeps a running onscreen total of the number of Rings you acquire in each stage, up to a total of 9,999. Note, however, that this number Grops to zero whenever 
Sonic takes damage, whether from an enemy or by hitting a hazard such as roof/floor spikes. 


When the stage ends, your Ring Score equals the number of Rings currently recorded times 1,000. That means if you end the stage with 34 Rings, your “Ring Score” 
bonus is 34,000 points, which is then plugged into the Basic Scoring Formula (mentioned earlier) to calculate your total score. 


When your Time Score drops to zero (see our Time Score description), the “Time Over” message appears Stage Length: 


onscreen, Once you hit this mark, you keep points you've earned up until then. but no new points can be added Ver 
to your total—even if you acquire more Rings, defeat more enemies, or complete other bonus acts. However. 


your Ring Score and “No Miss” Bonus automatically drop to zero. 


The “Time Over” time limits differ with the length of the stage (see our table to the right) 








Short 2:30 





Note that boss levels have different ‘Time Over” time limits, 
so be sure to check those in our walkthrough for each boss. 


This bonus is where you gain the bulk of your points. As you proceed through an Act, you pick up bonuses for a wide variety of activities: hitting checkpoints and 
gimmicks, nailing enemies, Smashing destructible objects, using Color Powers, and nabbing items such as the red Special Rings that are worth 30,000 points apiece. 
These bonuses are constantly added to your point total as you collect them. Hence the Sonic Team designers refer to this as the “continually converted bonus.” The team 
provided the following comprehensive list of all such bonuses. 


Bonus Score Chart 


Category/Bonus 


Checkpoint Bonus 


Ring/Rainbow Ring 


Blue Medal 

Destructible Object: Normal 
Destructible Object: Color 
Ring/Retrieved 

Ring/1x 

Ring/Super Ring 

Trick Jump/1st Part Completed 


Trick Jump/Two Parts Completed 


Trick Jump/Three Parts Completed 


2,500 


5,000 


3,000 
100 
3,000 
10 
200 
2,000 
1,000 


2,000 


4,000 


Unlimited 


Unlimited 


Unlimited 
Unlimited 
Unlimited 
Unlimited 
Unlimited 
Unlimited 
Unlimited 


Unlimited 


Unlimited 


Points added by going through checkpoints. You also get poinis for hitting consecutive checkpoints 
without losing a try. If Sonic loses a try, the checkpoint bonus goes back to the “first time check- 


through” of 2,500 points. 
First time check-through: 2,500pts 


2x consecutive check-throughs: 5,000pts 
3x consecutive check-throughs: 10,000pts 


4x consecutive check-throughs: 20,000pts 
5x consecutive check-throughs: 40,000pts 


6x consecutive check-throughs: 80,000pts 
7x consecutive check-throughs: 160,000pts 


8× consecutive check-throughs: 320.000pts 
9x or more: 640,000pts 


Only counts with first-time use, Using the same Rainbow Ring a second time and after is not counted. 
Lost Try -> Continue: will reset the number of times a Rainbow Ring is listed as accessed (returns to 
first time). 


Counted per every Blue Medal collected. 

Counted for every crate, box, glass floor, destructible asteroid, etc, destroyed. 
Counted for every rock that can be destroyed via Color Power only 

Counted for every Ring dropped (from taking damage) that you re-collect. 
Counted tor every Ring collected. 


Counted for every Super Ring collected. 


Score differs based on how many parts of the jump are performed. Points are added after the Trick 
Jump is finished, 
Score differs based on how many parts of the jump are performed. Points are added after the Trick 
Jump is finished. 
Score differs based on how many parts of the jump are performed. Points are added after the Trick 
Jump is finished. 





Category/Bonus Notes 


Fick Jump/Four Parts Completed 8.000 Unlimited Score differs based on how many parts of the jump are performed. Points are added 21187 the Trick 
~ Jump is finished. 
Score differs based on how many parts of the jump are performed. Points are added 21187 the Trick 
dump is finished. 








Trick Jump/All Five Parts Completed 10,000 Unlimited 


Special/Special Ring 30,000 Unlimited Counted for every red Special Ring (five per stage) collected. 


Bonus points awarded for destroying targets consecutively: 
1x destroyed: 200 
2x destroyed: 400 
3x destroyed: 800 
4x destroyed: 1,600 
Special/Shooting Target 200 Unlimited 5x destroyed: 3,200 
7 6x destroyed: 0 
7x destroyed: 12,800 
8x destroyed: 25,600 
9x destroyed: 51,200 
10 or more destroyed: 102,400 


Special/Punching Ball 5.000 Unlimited Counted for every Punching Ball destroyed by attacking from both size at once (co-op mode only). 
Special/Spiral Door 5,000 Unlimited Counted for accessing Spiral Door via Boost (Sonic Simulator only). 
Special/Egg Medal 50,000 Unlimited Counted for every Egg Medal collected (Sonic Simulator only). 
T ۱ n2 Counted when defeating all enemies within a single group without hitting the ground or via a single 
Bpecial/Slam! 30,000 Unlimited «ike collision” (such as a Cyan Laser blast). 
1sec x Counted per second when grinding at a certain speed (or faster). Grind Bonuses can be added up to a 
Ems 3,000 100.000 total of 100,000 pts per stage. 
7 1580 x Counted per second when drifting at a certain speed (or faster). Grind Bonuses can be added up to a 
Be Bonus 3,000 100,000 total of 100,000 pts per stage. 
Quick Step Bonus 1000 — 100,000 Counted for every Quick Step move. Bonuses can be added up to a total of 100,000 pts per stage. 
Super Sonic Bonus : son Unlimited When in Super Sonic for more than 1 second, 2000 pts added every 2 seconds. 
| : 10,000 per RES یں‎ i ; : 
Colors/Prism orism Unlimited When hitting prisms as Cyan Laser. Only counted for the first access per prism. 
Colors/Optical Cable 60,000 Unlimited When accessing an optical cable as Cyan Laser. Only counted for the first access per cable. 
Colors/Pipe Access 30,000 Unlimited When accessing pipes in Yellow Drill form. Only counted for the first access per pipe. 


1 sec x 400,000 Counted for activating Yellow Drill for more than 1 sec, with 4,000 pts counted per second up to a 


Bolors/Yellow Drill 4,000 per Act total of 400,000 pts per Act. 


Colors/C le Deflection 400,000 When there are more than 3 deflections in a laser shot, 5,000 pis counted for every deflection. Max 
= y x 5,000 per Act deflection possible is 10. ۰ 
i : 1 sec x 400,000 i i ; ۱ 

Colors/Pink Spikes 3.500 per Act Counted for every second attached to floors/walls in Pink Spikes form 

E 1 sec x 400,000 ] 

Colors/orange Rocket 27.000 per Act Counted for every second in Orange Rocket form. 


1 sec x 400,000 
10,000 per Act 


Eoiors Purple Frenzy d 200000 Counted for every second in Purple Frenzy form. 


Colors/Green Hover Counted for every second in Green Hover form. 


8,000 per Act 
Acquired rings are recorded internally. Maximum count is 9,999 rings. This score is counted when 


tra Ring Multiplication tog ^ Unlimited player lakes damage when there are more than 100 rings recorded internally.If the player loses a try, 
this will not be counted. 
Esemy/Spinner (any kind) 500 Unlimited ۸ 
Enemy/Egg Pawn (any kind) 1,000 Unlimited N/A 
semana (Grub) 5000 Unlimited N/A 


Enemy/Mole (any kind) 5,000 Unlimited N/A 
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Unlimited N/A‏ 1,500 ارت رد 
Enemy/Buzzer 1,500 Unlimited N/A‏ 
Enemy/Sandworm 1,500 Unlimited N/A‏ 
Enemy/Chopper 5,000 Unlimited ۸‏ 
Enemy/Egg Chaser 2,000 Unlimited N/A‏ 
Enemy/Jawz 5,000 Unlimited N/A‏ 
Enemy/Big Chaser 5,000 Unlimited N/A‏ 
Enemy/Spiny 1,000 Unlimited N/A‏ 
Enemy/Moto Bug 1,500 Unlimited N/A‏ 
d Resort Atat 100,000 Unlimited N/A‏ 


Enemy/Sweet Mountain Boss 
(Captain Jelly) 


Enemy/Sweet Mountain Boss Minion 


100,000 Unlimited N/A 


(Pirate) 5,000 Unlimited Max of 5 can appear in first fight. Max of 50 appear in second fight 
Enemy/Starlight Carnival Boss sia 
(Frigate Orcan) 100,000 Unlimited N/A 
7 parts x Frigate Orcan has 7 parts: Tank (center), Upper Disk (center). Gun Seat, Right Light, Left Light, Right 


Enemy/Starlight Carnival Boss parts Unlimited 


100,000 
100,000 Unlimited N/A 


Engine, Left Engine 
Enemy/Planet Wisp Boss 
(Refreshinator) 

Enemy/Aquarium Park Boss 
(Admiral Jelly) 

Enemy/Aquarium Park Boss Minion 
(Submarine Crew) 

Enemy/Asteroid Coaster Boss 
(Frigate Skullian) 

Enemy/Asteroid Coaster Boss parts 7x 
(destroyed via Homing Attacks) 100,000 
Special/Asteroid Coaster Boss parts 
(destroyed only via Orange Rocket attack) 
Special/Asteroid Coaster Boss parts 2x 
(destroyed only via Orange Rocket attack) 100,000 


Enemy/Terminal Velocity Boss (Nega- 
Wisp-Armor) 


100,000 Unlimited N/A 
10,000 Unlimited Max of 15 can appear in first fight. Max of 50 can appear in second fight. 


100,000 Unlimited N/A 


Frigate Skullian has 7 parts that can be destroyed via Homing Attacks: Upper Disk (center), Right 
Gun Seat, Left Gun Seat, Right Light, Left Light, Right Engine, Left Engine. 

Frigate Skullian has 7 parts that can be destroyed only in a single shot when you unleash Orange 
Rocket underneath the ship the first time: Rear Searchlight x 6, Warp Device x 1. 

Frigate Skullian has 2 parts that can be destroyed only in a single shot when you Unleash Orange 
Rocket underneath the ship the second time: Rear Right Gun Seat, Rear Left Gun Seat. 


Unlimited 
7x 30,000 Unlimited 
Unlimited 


100,000 Unlimited N/A 


Rings x 


Result Ring Multiplication 1,000 


Rank List 


Here's a consolidated list ot all the point totals you must earn to achieve each rank (S through D) in all 45 ranked stages in Sonic Colors. 


Unlimited Only added in Results screen, not continually updated. 


Tropical Resort 


Caen A DAE SS 


ACT1 1150000 800000 650000 450000 0 
ACT2 1150000 700000 550000 400000 0 
ACT3 1300000 850000 650000 450000 0 
ACT 4 850000 500000 400000 250000 0 
ACT 5 1150000 750000 650000 500000 0 
ACT 6 550000 500000 400000 300000 0 
BOSS 2000000 1750000 1350000 1000000 0 


650000 
2000000 — „1500000 


TE‏ رن 






















1250000 





2400000 2000000 


Aquarium Park 





2200000 1500000 100000 700000 0 
E: 2 600000 500000 m 250000 0 
ACT 3 2000000 900000 700000 500000 0 
ACTA 1700000 1250000 900000 550000 0 
ACT 5 950000 750000 550000 350000 0 
6 1850000 1250000 950000 650000 0 
BOSS 1900000 750000 1350000 1000000 0 


4 


Sweet Mountain 





ACT 1 1350000 1000000 800000 550000 0 
ACT 2 1250000 950000 750000 500000 0 
ACT 3 900000 650000 500000 350000 0 
ACT 4 1150000 950000 700000 450000 0 
ACTS 1350000 1000000 800000 450000 0 
ACT6 900000 . 800000 700000 400000 0 
BOSS 2000000 1750000 1350000 1000000 0 














1700000 1400000 1100000 ہے۔‎ 0 
E ; 1000000 850000 650000 400000 0 
ACT 3 1200000 1000000 800000 550000 0 | 
ACT 4 800000 700000 600000 400000 0 
ACT 5 650000 550000 450000 200000 0 
ACT 6 1600000 1250000 900000 500000 0 
BOSS 1900000 1750000 1350000 1000000 0 
Asteroid Coaster 
MESS CEA E DAA VES 
ACT 1 1850000 1500000 1150000 800000 0 
ACT 2 1500000 1300000 1100000 950000 0 
ACT 3 900000 500000 400000 250000 0 
67 : 500000 400000 300000 200000 0 
ACT 5 650000 450000 350000 200000 0 
ACI 6 1750000 1600000 1250000 850000 0 
BOSS 2900000 2300000 1750000 1250000 0 


Terminal Velocity 
800000 850000 500000 300000 
"- 4000000 3100000 2300000 1500000 2 





Welcome to our complete walkthrough for all 4 5 fights in the 






Wii version of Sonic Colors. We detail the firs , covering basic 





| as the special navigation r 


goodies. After that 


then focus only on particularly tricky areas. Don't worry 










locations of every Special Ring, 1-UP, 








Keep in mind that the only active Color Power that you 


the Cyan Laser. Many early Acts have : 


tS 





naccessible until you unlock other Color 

























Level Details 


۳ EN S 1,150,000 
YE MAP ġ aC 800,000 
2 08 k ; B 650,000 
mss g^ ۱ 6 450,000 


S 00/07 
30/30 M ael T rd a 7- 8 
($7 77:45 کے کہ‎ ۱ 68 | ET 


Time Over 4:51 


Starting Points / Points - 
Deducted Per Second 329,000 / 14100 


No-Miss Bonus 


Number of 
Added Bonus 















0 280,000 
1 210,000 
2 182,000 
3 56,000 
- 28,000 
5ormore 0 





Enemy Types, a. 
EGG PAWNS E 


Bonus: 1,000 


.-d P 3 
| ۱ > SPINNER 
۱ i Bonus: 500 





Wisp Power Wisp Power 

WHITE (BOOST) CYAN LASER 
Available in Th s Act Available in This Act = 
t After you clear Tropical 
„Resort: Act 3 


MOLE 


Bonus: 5,000 4^" 












You only encounter Moles underground 
after unlocking the Yellow Color Power and 
activating the Yellow Drill form. 
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TROPICAL RESORT - ACT 1 














Special Ring 






۲۲ Grind Path 





Wire Path 






Pipe Path 














M a a Continue until you meet some Egg Pawns (4) 
ISS 1 Q n including one waving a "Welcome" sign. Don't be 


fooled by this fake hospitality. He'll att 








starting position (1), run through the line of golden Rings, then the first Wisp capsule : 2 
q 5 too close! Jump as you approach the first enemy 





its inhabitants. This capsule holds White Wisps; releasing them fills your Boost Gauge in the 


nt burst of speed 











4 lock-on cursor appears on him. Quickly f 
Now you can press your Bo 


SPECIAL ANA 


Continue through the first Welcome arch and run through 
the Dash Panels, This accelerates Sonic down the next 
stretch. Get centered in the road: a grind rail (2) begins 
just under the next Welcome arch. You can hit your Boost 
button and then jump, or just Double Jump up onto the 
rail. If you nail the landing on the rail, Sonic grinds 
through a line of Rings plus a Special Ring (a red circle 


end. This earns 


with a red star in the center) at the rail 


Proceed to the 
Balloons (3)—Explo 
you jump, a red lo 


Balloon. You can then press the Jump button again to 


filled with colorful, floating 








Balloons, to be precise. If‏ و 








unleash a Homing Atta he Balloon, which explodes 





fa winch cable. Press Jur 


a 
a 
w 





the winch automatically pulls Sonic up to 


Exploding Balloons later 





BALLOON JUMPING 
Attacking Exploding Balloons provides a way to propel Sonic higher, which can help you 


reach otherwise unreachable bonus targets. 





Continue down the passage to the bank of Springs 
Run into any of them to bounce up the wall and land 
on the next level. Use p to hop up the next 


ledge and a Spin Attac 
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after that 








me LL Lh 








fter eliminating the Egg Pawns, r 


A 
Checkpoint gate. Now if you lose a try, y 







as you've got tries remaining, that is 


tries remaining, it's “Game Over 





Look for exploding mines while burrowing 
Yow you can tap their Color and the Y rill form to e : underground in Yellow Drill form. 
as. Note also that 00 you've a ot Cvan Passing near a mine triggers a countdown 
timer; the mine starts pulsing red, then 
explodes after a few seconds. Sometimes 
explosions reveal valuable objects such 
as Super Rings, Special Rings, or 1-UPs. 





Run through th 
drill through dir 


beneath you throug 





Be careful, though. Although Sonic is 
invulnerable when in Yellow Drill form, 
a nearby mine detonation can knock your 
Ring total down to zero. And if you hit a 
mine near a surface, the blast can knock 
Sonic out of the dirt, which ends the 
Yellow Drill form. 





AJ 


Walk to the location (10) we've indicated on our map 


and activate the Color Power to transform into the 
Yellow Drill. Drill straight downward through the dirt 
until Sonic pops out i 






ower chamber that holds a 















Cyan Wisp capsule. Again, if you've unl 
power, you've a as wel 
80 this capsule will be full o Sps 








Release the Cyan Wisps to acquire their power, then 
Gop around in the chamber to gather Rings. Jump and 
bit the Stomp button to bust through the breakable 
Moor. Sonic drops into a lower passage with lines 


gt Rings between six floating prisms (11). Stand in 
the middle and activate the Cyan Laser, aim it up at^ 
2 prism, and release to watch Sonic ricochet off the 

prisms and collect all of the Rings! 





--- 0 


8 

Now use the Spring on the left to bounce up the 
ledge. Continue lett until you find a Special Ring 
hovering above bunches of Exploding Balloons (12). 
Jump and use Homing Attack to bounce upward 

from one Balloon to the next until Sonic bounces 
high enough to get the Special Ring. When Sonic 
finally drops to the floor, watch out tor an Egg Pawn 
patrolling from the left. 





Now head back to the right, using the Springs to hop up to the Dash Panel that propels Sonic up a slope. Follow 
the narrow path under the green pipe, hold the Crouch/Slide button to duck under the low ceiling, then run the 
loop until ending up in an alcove with another Yellow Wisp Capsule (13). 


 REGENERATING WISPS ES 
The Yellow Wisp capsule at this location (13) constantly regenerates after using it. So you can return 
to the alcove to reacquire Yellow power alter exploring the surrounding dirt as the Yellow Drill. 





Ahead lies a large, mine-filled underground dirt section that is available for exploration in the Yellow Drill form. 
(For a wide angle view of the next sections, see our screenshot with all of the Yellow Wisp capsule locations circled.) 
The Yellow Drill's movement isn't easy to control precisely, so you can shoot out of the dirt in different places: 
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mp your wa 


Making the jump all the way to Outstanding! (20) 
tns an 8,000-point bonus; you also grab a handle 
an 0 another Yellow Wisp 

ock (17). Drop down the far side of 






ide a high wire down to 


2, فا‎ t drilling, then veer upward into the large 
rt (16) studded with Mines surrounded 
by circles of Rings. Keep drilling back and forth 


through the area to trigger the Mines. Look for a 


"Inside the leftmaskciicje after . 8۳36180 06 


the Mine there detonates 





Super Ring to aj 








Now there are two options: either hop up and ride a grind rail thro another Yellow Wisp capsule (18), or 








DON'T GET TRAPPED 
EL iss 


‘hile drilling underground, pay attentioi 
‘our Boost Gauge. When the gauge is 
BA 








empty, the Yellow Drill eftect ends. Be 
merge from the dirt into open 


pace before the Yellow Drill form is 





depleted cor npletely, 0 you lose a try. 
ter n the large tract of dirt (16), veer 
upward and emerge above the tract. There's another 


ule atop the small hillock (17) for 


Yellow Wisp caps 


2 you Car 


far right UO) T - airi mo T PPPPPPPPPP HL Ps 








TROPICAL RESORT - ACT 1 






YELLOW 3 Sonic now rides along a set of parallel grind rails (24) 
Tap the Control Stick to either side to switch rails and 
p - Y x grind through a White Wisp capsule. Ride the rail all ine 
, o the end t o land on 11 
— 


ain, if you've cleared Sweet Mountain, Act 1, Yellow 

Wisps inhabit all Yellow Wisp capsules when you 

replay this stage. Walk to either side of the topmost 

Mine. then activate the Yellow Drill to burrow into 

the dirt mound (22). Three Exploding Mines, each TRIER JUMP 0 N US 

surrounded by a circle of Rings. are buried below. Run to the end of the platform and use one the 
Ramps (25) to make an “amazing” trick jump, again 
punching the controller button indicated onscreen 
to complete all five parts for a 10,000-point bonus 
Sonic lands on another set of parallel grind rails 








SBECIAIBRING! 


The stage is now nearly finished. As you land on 
the rails, quickly grind step to the 27 0 6 
Rainbow Ring (26), which launches Sonic through 
an arc of Rings. 





WHERE NOT TO DRILL 

Don't activate the Yellow Drill directly over 
the topmost Mine! (You can see it beneath 
the surface.) Doing so causes contact and 
the explosion bounces Sonic right back out 



















^ 3 ۳ Stav on this riahtmo Th bo 
of the dirt, losing the drill form! olay 0 s rightmost rail! There's another Rainbow 
Rin 0427) 1 right ahead, but this one is slightly above 
the rail. Jump to hit the Ring and it will propel Sonic 
4 up through a Special Ring (indicated by an arrow in 
3 n circles past the Mines to trigger their timers 
our screenshot) floating just a bil further ahead! 
When all three have exploded, a Specia! Ring appears 





ed in the center of the mound! After collecting it, 
ht down to emerge from the mound and drop 
nd rail (23). Sonic can slide out of the area 






You can ride the rig 
left to catch the last trio of Rainbow Rin 







0 e Rings 
e final platform (28) 





bounce Sonic up high 





There's a Wisp Prison Capsule on the platform 
Jump onto ¡t to break it open and free the Wisps! 








ACT 2 
Mission 


Soon after the start, you'll hit a Dash Panel that whips Sonic in a loop around a fc lain then throug 
Wisp capsule (1). If the capsule is empty, skip past the special color section that follows. But if this is a rer 
after completing Sweet Mountain, Act 1, release the Yellow Wisps and read the next se 





Wisp Powers Available 


k 





Wisp Power 


Wisp Power 


Wisp Power 


Available in This Act Available in This Act Available in This Act 


Level Details 





DI > c 











oe 320,000 / 1,100 
Number of 
Lost Tries Added Bonus 


۹ | 
Enemy Types, à | 


| HE lo 
Bonus: 1,000 I We 
6 س)‎ 
E 4 : 
EL 


oe 
Me X» Bonus: 5,000 | 
Ta 
Bonus: 5,000 3 
4 2 


You only encounter Moles and Larvae 
underground on a replay, after you've 
unlocked the Yellow Color Power and can 









transform into the Yellow Drill. 
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YELLOW DRILL ONLY سس بجی وہ‎ 


-— pr nd drop. Use the Springs 





Tek 2F aff nnmarisant views‏ سے وی | FIGHT wen tüstnipbat‏ سای 
low Drill you just picked up (1), then take a look at our 2 t views‏ 





to hit the Rainbow Ring, which propels Sonic over t 


t we've circled two 





nderground area. Not Rings in í 










he spikes and jump ur 
bounce left to the small raised platform. (Short jumps 
result in a drop onto the spikes below!) Then hop 

left again to the next higher platform (5) to nab the 


Special Ring spinning there. 





SPECIAL RINGI 


Proceed to the top of the small hillock not far fram 


sere you release he Yellow W 









Now hop back to the wall rod and bounce up to the 


the Dash Panel to speed around the 


down the shaft to the 








ext Dash Panel, which in turn propels 


psing block bridge (6)! While 





ext gap 





ae mashing the Jump button to execute Homing Attacks 
3 = on the pair of Egg Pawns (7) 


UI ایا‎ 





Spikes al în 


ngs only; (F) 









patch of ground (H) 





You must land 1 








` WA WD 
i 2 = h A : 
à 73 \ 


کے 





HEGEND 


O Special Ring 
20202722 Grind Path 
کک ا‎ Laser Path 
۳۲ Pipe Path 
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TROPICAL RESORT - ACT 2 o 





You have several alternate routes here, based on 
which Color Powers you have available. All end up 
in the same place—the fountain (13)—and none 
of them leads to any Special Rings. Here's a wide 
view of the area: 





If you have Yellow Power available,‏ ٭ 
you have Cyan available too, and that‏ 
gives you two more options. Ride the fan‏ 
updraft just left of the ledge (8) to the‏ 
Yellow Wisp capsule. Drop to the ledge‏ 
and activate the Yellow Drill anywhere‏ 
above the brown dirt.‏ 






* First option: Drill straight down to the underground passage deep below (11). (Watch 
for Moles on the way down!) Here you can step on the blue button to active fans and Rings. 
Then hop up to collect the Cyan Wisp capsule. Work your way up to face the optical cable 
and activate the Cyan Laser to shoot through the cable to its end just left of this (10) area. 





po。 





. Second option: Drill down but veer screen right toward the pipe opening (12). Hit 
the pipe to zap all the way to the fountain (13). 








00۳217 up to the next ledge. where a 


eyond (23). Here, either fight through or lea 





















extra try, if you have Yellow Power available. But if you 
2 only Cyan Power available, see the following: . 


„= If you have Yellow Power available, 

| liberate the first of the two Yellow Wisp 
capsules (19) on platforms. It's nice 
“having two capsules available, because 
th ere's plenty of valuable drilling to do 
in the large dirt area (20) directly below. 
‚However, you must drill into specific 





pipe: ER to reveal the special items. 





; ate also that pipe C1 shoots Sonic down through C2 into an underground passage (21). 
E jg Pawns patrol that corridor, and you can release a Cyan Wisp capsule. Now you can 
ivate the Cyan Laser toward two different optical cables; just face the one you want to 
- e. One optical cable (D1 to D2) zaps Sonic back up to the ledge at (16); the other cable 
1 to ) E2) zaps him out of the dirt area to (22) with no return possible. 








IUA 


Your first drill into the dirt reveals no buried items. As 
mentioned, you must use pipes to uncover the special items 
Enter pipe A1 to exit at A2; a circle of Rings appears around 
a Yellow Wisp capsule. (Try not to hit this buried capsule 
until your Yellow Drill gauge is running low.) When you 
gather all of these Rings, a second circle of Rings appears 


' to the left. Gather allthose Rings. and a third circle of Rings 


appears. Once you gather all of the Rings in this third circle, 


' a 1-UP appears in the center (20) 


Dies ۲۲-۰ > ار‎ 








E 022227 





Aiter nabbing the 1-UP item, drill straight upward to 
emerge on the surface where you can reach the second 
Yellow Wisp capsule. 


SPECIAL RANGI 


Drill to the pipe at 81 to exit at B2. A circle of Larvae appear 
around a buried Yellow Wisp capsule. (Dont release this 
buried capsule until your Yellow Drill power is running low.) 
When you destroy all six Larvae, a second circle of Larvae 
appears. Destroy those and a third circle appears. Once you 
destroy all Larvae in the third circle, a Special Ring appears 
in the center (20). Collect it and get out! 


mer») 








SPECIAL RNG & GOAL 
After getting past the Egg Pawn platoon, you reach 


the Wisp Prison Capsule. But 





Wisps, go around behir 
Special Ring (24) hove 


then hop onto the prison capsule to end the Act 


d the capsule to find the last 





ench, Nab it 











TROPICAL RESORT - ACT 3 





ACT 3 Level Details 


= : ATA AAA 
Mission و‎ 


i ۱ y A 850,000 
kay, we've given you detailed, step-by-step direction for the first two Acts of the Tropical Resort park 8 650.000 
Wow we'll start giving more genera! guidance. We'll continue to show you wide shots of each area and point C acti o0 


iet particularly strange areas and hidden items. But we'll trust you to negotiate the less tricky stuff 


Stage Length [Medium | 


YAN LASER! Time Over 6:28 
Starting Points / Points 


Tropical Resort, Act 3 introduces Cyan Color Power. Once you complete this mission, Cyan Deducled Per Second 


Wisps occupy any Cyan Wisp capsule you encounter, including those found during replays of 
Number of 
Lost Tries 


465,000 / 1.200 


earlier stages. 





0 450,000 
1 337,500 
2 292,500 
3 90,000 
J 45,000 


5ormore 0 





Wisp Powers Available Enemy آ‎ 


E 


Ue 


Bonus: 1,000 


3 





AR 
s X æ- "IW £ 
Bonus: 500 
Wisp Power Wisp Power Wisp Power A 
DH ہز‎ 
Available in This Act Available in This Act Available in This Act Bonus:5,000 {Je y 


You only encounter Moles underground on a 
replay, after you've unlocked Yellow Color 
Power and can transtorm into the Yellow 
Drill form 





Special Ring 
EBEN Grind Path 
۲ و‎ Wire Path 
far] Laser Path 
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ACT 3‏ ۔ 
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ning sequence ۱ 






e the Quick Step r 




















capsule. This is where you first discover | 


You must face directly toward the hovering line o 





and gather them. But don't rus 
Ring is on the floor beneath th 
Come back to nab i 


ahead yet—a Special 


o = 


checkpoint platform 





then continue on 





Next up is a lesson in using the Crouch/ 





0 it under low overhangs (2). Follow the path around 
the loop and down a straightaway. Don't miss the zip-line wire (3) along the way: jump to get a lock-on marker 
on the handle and use a Homing Attack to grab it, then ride the wire up through a Rainbow Ring and another 
Cyan Wisp capsule. 


When you reach the co 












Egg Pawns posted on 





y again to slam thr 
of Spinners hovering over 
waving a sign on 


path. Nail him wit 





This pulls Sonic up to a narrow pla 
Sp 


unlocked Yellow Color Power 











Three pipes (D, E1 ta E2, H) reveal Rings 
and new Yellow Wisp capsules that you 
can gather. 
















TWO SPECIAL RINGS! 
This underground dirt section is filled with pipe sections and has a deep central “well” at the bottom. 
You can check our map to see all of the pipe connections. In addition, here's a wide view of the upper area: 


e Three pipes (F1 to F2, G, |) unleash 
Moles both big and small that track you 
and attack. Nail them for bonus points. 


٠ 
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* One pipe (J) unleashes Moles, but also 
reveals Rings and Yellow Wisp capsules 
that you can gather. 


* It's possible to dive deep to a vertical 
passage (8) that leads down to another 
Special Ring (9). The maneuvering is 
tricky; you must drill through several 
rows of blocks, and pipe openings lining 
the passage redirect you upward if you 
enter them. After nabbing the Special 
Ring, dive straight down into the bottom 
pipe to emerge at (K), then make a run 
for the nearest open chamber before the 
Yellow Drill gauge runs out. 








D note that several regenerating Yellow Wisp capsules sit in open chambers 10 the dirt. (Each one is marked 
slow “Y” on our wide shot.) Keep an eye on your Yellow Drill gauge as you drill; when it gels low, drill 
and the nearest chamber to replenish Yellow power 






Finally, you can drill upward to an area (10) that 
is inaccessible from above ground to gather up 

Rings, including a Super Ring. When your drilling 
activities are done, you can drill back up to where 


are some i ing f € nd area: 
E are some interesting features of the underground area you started (6). 


One pipe (A1 to A2) leads to a Special Ring (7) buried in a small area enclosed by a pipe.‏ ٭ 
Collect the Ring and exit via the nearby pipe entrance.‏ 


* Two pipes (B1 to B2, C1 to C2) lead into open chambers that house Yellow Wisp capsules. 
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s Stomp move to break through SA SNL RING! 





through the breakable blocks arranged 
; To work your way across the top level, use the 
cross the next bridge made of breakable 
3 8 n 2 
Qt n then h 1 ^ 






te across the gap 





Unleash the Cyan Laser to end up on the final high 
platform (22) with the last Special Ring (circled in the 
shot below). From this location, simply ride the wire 
210-1188 down to the Goal Ring (25) to complete the 


eft and hop down to the lower 





۱. (See the next section.) 





) and through the chec 
t (15) to propel Sonic up to a 


Pawns, then hop up the sma 


Up 















When the stairs are extended, a Super 
Ring is exposed on the oiher side of the 
column. Hopping up quickly allows you to 
drop off the column's far ledge in time to 
collect the Ring. 








Mission 

This stage is short and sweet. Afte 
Wis 

the capsule 

If the capsule is empty, just ignore it 


0 Ramp jump, sprint downhill to the Explodin 
ule, and two Egg Pawns (1). if this is a replay aft 
f Yellow Wisps. If so, be sure to bounce up to rele 





a constantly respawning Yellow 
Sweet Mountain, Act 1 


Sp caps 
is full o 





Note also that a pot-shaped Sprinkler hovers inquisitively overhead, moving with you along the way. These guys usually 


spew a steady stream of spiky mines that cause damage if Sonic touches them, but this first Sprinkler is harmless 


ES 





Wisp Powers Available 





Wisp Power Wisp Power Wisp Power 


Available in This Act Available in This Act Available in This Act 












Level Details 


850,000 
500.000 


Stage Length | Very Short 





Enemy Types 


Bonus: 1,000 “y T 


Bonus: None 





Bonus: 5,000 


You only encounter Moles underground on a 
replay, after you've unlocked Yellow Color 
Power and transtorm into the Yellow Drill. 





1 


۶ past the second Egg Pawn to find three 


ng Balloon bunches in ascending order 
gher and just beyond the third bunch floats 
mp and use Homing 


۱۱00088 to propel Sonic from bunch to 











Q Special Ring 


12282 Grind Path 
20 Pipe Path 
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SEGAL ANGI 


Proceed past the first mine-spewing Sprinkler to the 
vertical shaft lined with platforms. Another Special 
Ring (12) hovers in the shaft, but so does a Sprinkler, 
Time your platform jumps to avoid the falling spiky 
mines; hop through the Special Ring and hit the 
Springs that bounce Sonic into the passage beyond. 





This replay section assumes you've unlocked both Yellow Drill and 
Purple Frenzy. If you have Yellow, but not Purple power yet, simply skip 
past the activities that require Purple Frenzy. E .2 





A c 













After you hit the Yellow Wisp capsule (1) and 
collect the Special Ring (2), return to the leftmos! 
edge oi the dirt section and drill straight down to 
the underground chamber (8). (Before exiting the 
dirt, you can circle around (7) and nail a few of the 
smaller, red variety of Moles, if you want.) You will 
find a Purple Wisp capsule (8). 


Go to the next Spring and use it to bounce up the 
shaft to the Yellow Wisp capsule at the top. As Sonic 
bounces up again near the shaft wall, activate the 
Yellow Drill. Now you can either drill straight up 
toward the surface or into the pipe opening (13) 
which shoots Sonic over to another location (14). 





From here, bounce up onto the grind rail noted earlier 
AERA 90 to grab the 1-UP (4) and Special Ring (5), and get to 
fa ہج‎ de RIS à 2 the Goal Ring (6) to end the Act. 





ALTERNATE GOAL ANGI 


e 7۳٣ IU W iz 2021 Ring (6) 





Aiter the frenzy, head to the right, dashing around 
loops and crouching under low overhangs until 





reaching the alcove with another Yellow Wisp ۱ e 
capsule (11). Activate the Yellow Drill and dive : fa s: 3 4 al 
straight down to the underground passage to nail 2 کت دی‎ 2 ۲ sa 
two Egg Pawns and claim the two Super Rings od oy (8) da si 


they're guarding. 





TROPICAL RESORT - ACT 





ACT 5 
Mission 


Gem through the Cyan Wisp capsule. Note a Pink Wisp capsule nearby; if you've unlocked Pink Color Power, skip 
Sead to the special color section a few pages ahead. If not, turn Sonic to face the left. Beyond the capsules 
Bp the right, the first ledge is too high to leap, even with a Double Jump. So activate Cyan Laser and aim up the 
he of Rings to your left. (See our screenshot below for the correct angle.) Sonic ricochets off the block and then 
rough some prisms, collecting Rings, blasting bulls-eye targets, and slicing through Egg Pawns up the steps 













Wisp Power Wisp Power Wisp Power 


Available in This Act Available in This Act Available in This Act 


Level Details 
SS LASA 


S 1,150,000 
A 750,000 
B 650,000 
C 500,000 


Stage Length ےیکت‎ 
Time Over 4:51 

Starting Points / Points 
Deducted Per Second 





320,000 / 1,100 


Number of 
Added Bonus 





0 280,000 
1 20 
2 182,000 
3 56,000 
4 28,000 
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wn the slope. Hit the 


ya ew 777800 OILY 


to ride up the wall to location (2). Nail the 


Egg Pawns and nab the Cyan Wisp capsule just SPECIAL RING! 


no to bounce off wall through the | 
up to the prism. (See our screenshot below) 
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1-UP icon (12) floating 


platform where the 















5 loons to a pair of Egg Pawns on a platform. Jump 
geo hit another Balloon bunch that bounces Sonic 
ough a Cyan Wisp capsule (10). Now comes a 
acular laser shot that can drop Sonic next to 

E Special Ring (11) hidden on a high platform 

Bet you must aim carefully! Look at our sequence of 


اتاد 
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19 
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ONLY 


e We 


There's another way to collect two Special 
Rings (15-16) by using the Pink Spikes ۳۲ 


you have them available. After bou 








jump toward the wall to the left (see our 





Shots) and immediately activate the Pink 


5 
Spikes to attach to that wal 


۰ Tas Suns 


The Sure Shot From (14). aim up at the topmost block of the three stacked in the middle 
and fire. (See our screenshot below). The shot ricochets to the sparkling optical cable (15). 









)ptical cable zaps Sonic through the wall and 
u the Go al Ring (17) to her Special Ring 
u n an alc 


e behind t (16) Now just hop up 





to the Goal Ring 





۰ The 779 Shot From the spot where you nabbed the Cyan Wisp capsule (14), make a 
running leap to the right. Just as Sonic drops lower than the lowest row of three blocks (see 
the red circle in our screenshot below), activate the Cyan Laser. Aim as shown toward the N EE 
far wall so he ricochets back through the Special Ring (15) and on up into the optical cable. _ MEUS 
Sonic ends up landing in the same spot as The Sure Shot, on top of the last Special Ring ER e 
(16). Hop up to the Goal Ring (17) to end the Act. gne ede 





TROPICAL RESORT - ACT 6 es 





ACT 6 


= = = 
Mission Level Details 
Fhe first stretch is easy: just hop over the gaps and nail Egg Pawns on the way past the first set of | ‚Rank Soe a 






Sevolving platforms (which automatically revolve) until reaching the second set of revolving platforms (1), S 550.000 
guarded by Egg Pawns. . A 500,000 
B 400,000 
C 300,000 | 


1 Stage Length [Very 5۸۵۲ |] 


Time Over 2:30 


Starting Points / Points = 
Deducted Per Second 150,000 / 1,000 


ISS BONUS 


Number of 
Added Bonus 





0 150,000 
1 112,500 
2 97,500 
3 30,000 
4 15,000 
5ormore 0 


Wisp Powers Available 


۴ 





Wisp Power Wisp Power 


Available in This Act Available in This Act 





Bur ANA EA 











Q Special Ring 


Wire Path 
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After nailing the Egg 








nd jump over to th 
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If you released Pink Wisps from th 
here (5), then you can access a lower chamber 


and acquire both a Special Ring and a 1-UP 

First, collect that Special Ring (6) as described 
earlier, then quickly return to this location (5) 
Activate the Pink Spikes and roll straight down the 
cliff, breaking through the destructible block while 


clinging to the leftmost wall. Detach and drop to the 


tin 


oor, then start rolling to the right, slamming througt 


the six Egg Pawns 





obio to ola ole 


Now roll left across the ce 


through four more Egg P 









Pink Wisp capst 





jump up anda 
Roll to the right, a 
line of Rings (10). Cont 


jumping up into it to end the 


TROPICAL RESORT - BOSS 





BOSS 


Mission Level Details 
Bees is a fairly easy boss fight if you know what you're doing. The boss, named Rotatatron, is a big robot 1۳7775 8پ‎ 









E clings to the park's Ferris wheel S 2,000,000 

۲۳۶ area consists of the following A 1,750,000 
P B 350.00 

* One outer ring that forms a complete e The boss's two deadly claws. ss 1,350,000 

C 1,000,000 


circle and serves as the level's ۰ 
+ The boss's fragile eye in the center. 







Stage Length 


me لا‎ 3:20 


Three rotating inner rings, each with‏ ٭ 
platforms connected.‏ 





1,000,000 / 5,000 





Number of 
Added Bonus 


0 1,000,000 

1 750,000 

2 650,000 

3 200,000 

- 100,000 
5 ormore 0 


Boss 


Bonus: 100,000 





Wisp Power Wisp Power 





Available in This Act Available in This Act 
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Then hop onto one of the nine platforms rotating on 
the next inner ring. The claws can't crush Sonic here! 


Wait until your platiorm rotates to a position where 







to the red platform holding 
e, which rotates in the next inner 


Rotatatron, then 







Carnival park 











ACT 1 Level Details 
Mission 










Bec Sprints down an amazing road made of light energy. As it unfurls ahead 
5 ath. Use Quick Step to avoid their lasers—remember, an Egg Ch 
les the 110 is flung out into space. Use Homing Attacks on 





٦۲٦۸۸۸۵۸0۷ Ring and some Dash Rings. Sonic ends up inside a big space 





Stage Length 
Time Over 8:09 


Starting Points / Points 





Deducted Per Second 





2 
4 65,000 
Sormore 0 


Enemy Types 
a 


Points: 2,000 
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Points: 1,000 





Wise Power Wisp Power Wisp Power 
Points: 1,000 


able in This Act Available in This Act Available in This Act 


Points: 1,500 
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STARLIGHT CARNIVAL - ACT 1 








EGEND 
Q Special Ring 


2227 Right Road 
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Starlight Carnival, Act 1 introduces Blue Color Power. Once you complete this mission, 
Blue Wisps occupy all Blue Wisp capsules, including those you find during replays of 
earlier stages. 











SCORE 
00107300 








below, a nice side ght and e 
underneath the Special Ring (3); keep sliding to nail ? E 
the Spi á ic. No ےڈ‎ eo 


1 encase PE 





gain to change the B 
Ring into Blue Rings. Jump through all of 


ings to collect them 
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Activate Pink Spike 
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۲ 
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0057 
03:15.17 


D) SCORE 
00185000 


0 him up above your view; he lands atop a massive 
press. Push the stick to the right to im until he 
drops back into sight. Run through the checkp 
two Egg Pawns, and snag the Blue Wisp capsule 


00241700 


COLOR BONUS 
00003500 

























to the right, through Rings 


and the hidden Special Ring (20)—you can hear 

him collect these items. Keep walking rightward until 
Sonic drops onto the Dash Panel (21) at the end 
5 


Sonic down one lasi light-road. At the 





road s eno, be ready to launch Homing ks at 
floating debris (22) to bounce into a freefall down to 
another vessel. Descend through the line of Rings into 





the ship's hold and watch Sonic make an automatic 
dash to the Goal Rina! 





The platform is the first of a series of catapults (16) that eventually shoots Sonic over to a checkpoint and a 
blue button that opens the next security door. This puts Sonic at the edge of a series of four massive presses 
SBEGIAIMRING! 









d hop onto the three Blue Blocks to 


— IN SCORE 


$ ona = 00452600 
$) 0600.73 
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Level Details 
o complete this Act, depending on whether or not you've unlocked Pink Color TE [See De 


s form. Without Pink S 





al Rings 8 1,000,000 
A 850,000 
B 600,000 
0 350,000 








de under the low wa 
Sage Length ET NN 
Time Over 4:51 






oints / Points 
ed Per Second 


Ala AA > 
Hiss 





Wisp Powers Available 


Enemy Types 
EGG PAWNS 


Bonus: 1,000 


















Wisp Power Wisp Power 


is Act Available in This Act 
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chamber full of 


capsule (8). Roll 








AS Sonic drops, los 2 a (4) on a ledge above block in the mixed 
یا‎ E ry تو‎ i rolling left to another narrow horizontal shaft filled with 
stack and s e entire set of re walk onto the third Blue Block and activate the 3 KE Er lle wih 


and make a mighty Double Jump up to the 
time for a second altempt 


IS leap 
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Altach 19 the shall s ۱۵۱۱ wall and bounce 
the 1-UP (12) when you reach it. Continue 
downward rnllina 


ownward ling down the vertical stack ol 58 


۲ 
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to another Pink Wisp capsule (14). This one keeps 


regenerating, giving you some margin for error with 
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STARLIGHT CARNIVAL - ACT 3 


ACT 3 


= = a 
Mission Level Details 


Estructible Spinner. The key is to use the moving yellow Spring devices to bounce up to goodies and ‘ 900.000 
mee. In most cases, if Sonic falls from the Spring device he can still hop up platform steps to advance, but \ 650.000 
se this costs you valuable seconds 500,000 


300,000 
ECIAIBRING! 
Stage Length 
onto the first yellow Spring (1); it starts moving to the right. Continue tapping the stick lightly to the right 


Time Over 4:51 
en Sonic moving with the Spring. Bounce up through Rings as you go, and use the Stomp move to bounce Starting Points / Points 
= for some Super Rings. Look for the Special Ring (2) on a ledge above. Use a Stomp-bounce to land onthe- Deducted Per Second — 320:000/ 1,100 
and collect the Ring, then continue to the end of the path and hop up onto the second yellow Springs 


Number of 


280.000 
210,000 
182,000 
56,000 
28,000 
5ormore 0 


b © m — © 





-CIAIBRING! 


this Spring up to the next level, if you 
re's another Special Ring nearby, so hop 
۲۶ the first box on the left and crouch under the 


the far-left end of the 


isp Powers Available Enemy Types 


Wisp Power 


Available in This Act ٢۶۴۱۷۱۷ ii 
Points: N/A 
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STARLIGHT CARNIVAL - ACT 3 
SPECIAL ANG 71 


Keep bouncing on the 
















hen drop down and slid 


(3) 


SPECIAL ANGI 


orizontally to the right 








Steps to the 1-UP (9), Double J 
0 Ring 








ce 





You're almost done, but a hazard awaits. While 
bouncing on the Spring moving to the right, one last 
electrified Spinner hovers right in your jumping path. 
As Sonic gels close, Stomp to bounce up high over 
the Spinner and land on the other side. (You can claim 
a Super Ring hovering over the Spinner during this 
bounce.) Ride the Spring device underneath the Goal 
Ring (11), then use one more Stomp to bounce high 
into the Ring. 














ACT 4 
Mission | L Level Details 











Stage Length ET 


Time Over 


320,000 | JU 


Number of 
Added Bonus 
0 280,000 


74 nnn 
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Wisp Powers Available Enemy Types 
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Points: 1,000 
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Available in This Act Available in This Act 














STARLIGHT CARNIVAL - ACT 4 o 


( } Special Ring 


(o 

(>) 

رج 
)>( 
2 








+ © + + + + + 4 + + + + + + 


+104 +0 «+ 2 + + (+: 
++ +04 + «+ 


++ 614 











F‏ ے_ 
THREE 8.91‏ 


















PURPLE ۷ 
ONLY! 


TWO SPECIAL RES € TUA 


After releasing the first Purple Wisp capsule (5), 


proceed past the first flashing light-square to the 





raised platform. Jump up and nail the first Egg Pawn 

on the platform, then activate Purple Frenzy. From this 

point on, simply chomp your way across the series of 
raised platforms to the Goal Ring. Do it in a single 

attack: devour more Purple Wisp capsules en route 

to keep the frenzy going, and gobble other special 


a s 5 mE OX 2 ME u 


The s 


a 


cond raised platiorm features a Purple Wisp 
capsule. Chew through the stack on the third platform 
to collect some Super Rings, another Purple Wisp 
capsule, and a Special Ring (7) 











tricky. A trio of 





s provides transport 
r Special Ring (4) 
ly above this Ring 


spewing blasts double-time and making approach | nw : 
S T 2 j SUN app | ۱ هو هه هه هم ۾ پپپپپ‎ 
difficult. You must work your way to the spot directly ; 





1 ——— + + + + + + + + 
underneath the Special Ring, then make a single Jump | | 


¢ 4© 4 + "E 
up to get the Ring. Don't try a Double Jump! و‎ TESTA? rt 


-f 
er the lock-on cursor on the third winch 


will tr + +1044 + م89 هه‎ 





then 220 to grab it. Once the third winch pulls Sonic 

up to the next level, you can't go back! After collecting 
the Ring, quickly target the third winch handle to whip 
Sonic up through the checkpoint on the next leve The fourth platform holds another Purple Wisp capsule 





surrounded by hapless Egg Pawns. The fifth platform, 
Here Son con on the latch. If this is a smaller one, features a hidden prize: a 1-UP (8) 
à read our special color locked inside the blocks. You can't see it, but look 
section. lf not, simply work y ) corridor to the Goal Ring. On the way you must nail a | Glosely and 71 ES om 










of the fina the center of the stack. Chomp straight th h the 
stack on the sixth and final platform to coll e the last 
Special Ring (9), then drop onto the Goal Ring 











STARLIGHT CARNI 





ACT 5 
Mission Level Details 












Ems is a huge mission that introduces the Green Hover form and takes Sonic up two separate towering HTA CAE | 
۳۰۰10۲63. Sonic starts out speeding down a light-road (1). Two Egg Chasers suddenly drop in and fire laser $ 2.000.000 ۱ 
lasts as they fly backward down the road. You can't attack them, so don't waste your Boost trying to catch up; A 1,500,000 
Memes on using Quick Step side to side to snatch Rings and White Wisp capsules along the route. Note that 8 1.250.000 
me ۳۵۵ Chaser's arms rotate just before it shoots, so use this cue to move out of the line of fire. Step into the 0 950,000 
Ss dead center whenever both Egg Chasers flip their arms—they won't shoot up the middle 

Time Over 8:09 

Starting Points / Points 





Deducted Per Second 085,000 / 1,400 


650,000 
487,500 
422,500 
130,000 
65,000 
5ormore 0 


Enemy Types, = 


EGG CHASER 
RE N/A Ur | 


EGG PAWNS 


Points: 1,000 
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Starlight Carnival, Act 5 introduces Green Color Power. Once you complete this mission, 
Green Wisps occupy all Green Wisp capsules, including those you find during replays of 
earlier stages. 





SPECIAL Anal 






















Aiter collecting the Special Ring, drop to the walkway 


below and duck under the low wall to the right. Now 
you can use a Spring to bounce up to the next level 
smash through the line of Egg Pawns, and th 





through the checkpoint to the Ramp 








ar to float left 


e Special Ri 


Special Ring (8). (Watch 





psule (11). If this 


0i two ways to reach 
rst objective, another Pink 


our screenshot). Remer 
alia Ma linn 
N Ge NUP 


horizonta ly to the r ght across tw 
S to the blue button (9). (You can Stomp on 
Spiny en route for a quick 1 


3 


Green Wisp capsule and a li 


3 rightward to the 














c drops down onic 


horn-blowing Egg 


attorm (16) about 08 


1 Wisp capsule. Use Green 


‚ne capsule (18) also 
and use Ring Dash to 





STARLIGHT CARNIVAL - ACT 6 





a 2 
ission Level Details 
is Ring Dash tospeed 50006 


apsule. To your left ` 900,000 


Our ability to maneuver in the sometimes tricky Green Hover form, and to use 


You start underneath a Green Wisp capsule on a walkway (1). Jump int 











U ۱۱18 با‎ 











۶۶ platform at the base of a familiar-looking tower structure. Both a Special Ring (2) and a 1-UP (3) float tantalizingly A 600,000 
ase just below. Of course, reaching these special goodies is more challenging than it might seem at first. B 500,000 
C 350,000 
Stage Length Very Short 
Time Over 2:30 


Starting Points / Points 
Deducted Per Secon 





0 150,000 
1 112,500 
2 97,500 
3 30,000 
4 15,000 


Sormore 0 





isp Powers Available Enemy Types 


Points: N/A 





Wisp Power 


Available in This Act Points: 1,000 





ب — —— 








Go after the Special Ring first 
Wisp capsule (1), take the walkway u 
the platform with another Green W 



















۱۵ mines back up to the 





capsule on the walkway 


ft underneath the co smi and 870380 RINGI 
" ودره‎ cuc SA ۹ Now Sonic can hover up the 


through an obstacle course o 





Green Hover as Sonic nears the bo 





move across as many of the small plattorms 
0 








Hover and zigzag back and forth through a series of 
three more Green Wisp capsules. Be sure to Ring Da 


through the clusters of Rings en route 


D] 





conserve Green power. When Sonic 
5 


inally reaches the 








ecial Ring, dash through it and land on the tower 


platform to the right 





Collecting the Special Ring spawns a Green Wisp capsule. Hop back across the small platiorms—again. avoid 
those spiky mines—until you reach the rightmost one. Activate Green Hover and float up to the top of the 
vertical block column. Drop back down to the walkway below and run left past the tower base 


is much easier to get. After tagging the Green Wisp capsule on the 





=> 


form and float underneath the second spiky mine to the 1-UP 





Attack Spinners to bounce across to the rightmost 





tower plattorm (5). From here, start working vertically 






through a maze of platforms, Spinners, spike panels 






and Spinys spewing mines to reach the Goal Ring high 






above the tower. Three Special Rings are on the route 
Up, but two of those (6 & 7) are button ated— 
you must find and press blue buttons to reveal the 


Rings. The third one (8) is difficult to reach 














STARLIGHT CARNIVAL - ACT 6 o 
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SPECIAL RINGI 
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„ STARLIGHT CAR 


Ring (9) 


Em off the two successive ledges to the left. You 


2 bridge of white destructible blocks. Use 
m Hover here to float up to the Special Ring (8) 
Back down and use Stomp to smash through t 















BOSS 
Mission 








Wisp Power Wisp Power 


Available in This Act Available in This Act 





pens a massive war 


p, the Frigate Orcan, drops dowr 





Level Details 
| Rank | Score 





5 2,400,000 
A 2,000,000 
B 1,650,000 
C 250,000 





Stage Length Boss-only 
T ۲ 5:30 


oints / Points 


ed Per Second 






800,000 / 2,400 


Number of 
Added Bonus 
0 1,000,000 
1 750,000 


2 650,000 

3 200,000 

4 100,000 
5 or more 0 


Boss 


Points: 100,000 for the Orcan's final 
destruction 
100,000 for each of the 7 ship parts 
that can be destroyed using Homing 
Attack or Cyan Laser 








Three new theme parks open up alter 

you defeat both the Frigate Orcan (the 
Starlight Carnival boss) and Captain Jelly 
(the Sweet Mountain boss): Planet Wisp, 
Aquarium Park, and Asteroid Coaster. You 
can play them in any order, or you can 







Nu 2 while, the view shifts to the side and the Orcan 







zz ring energy orbs. If you've acquired a Cyan _ 
A ump amongst the three parks. 
MS capsule, unleash the Cyan Laser for a quick muy 9 p 
۲۳ (The laser only works in the 2D view.) If not, However, we suggest that you play Planet 
= up, Slow down, or hop to avoid the Orcan's FOR Wisp, Act 1 first to unlock the Pink Spikes 









E blasts. Watch for more items dropped from the form, then jump over to Asteroid Coaster, 

۱۲۳ some good, some not so good. When Sonic gets Act 1 to unlock Purple Frenzy. Once 

aunch Homing Attacks again you've done that, you'll have all seven 
Wisp Color Powers available for use 






This lets you play through the remaining 
parks in any order you want without 
needing replays to fully explore each Act 
You can also go back to replay earlier 
Acts to explore previously inaccessible 
areas. 





ACT 1 
Mission 


The best thing about this level is the multiple 1-UPs 
stashed around the area. The first time you play this 
Act you're introduced to the Yellow Color Power, the 
Yellow Drill form. This power lets Sonic drill through 
"diggable” earth. Begin by sprinting down a long track 
leading to a launch tube that fires rocket after candy- 
filled rocket. Jump off the left side (1) and use a 
Homing Attack to hit the Spring, then bounce up to tag 
the Cyan Wisp capsule (circled in our shot here) 


YELLOW DRILL! 


Sweet Mountain, Act 1 introduces the Yellow Color wm Alter completing this mission, 
Yellow Wisps occupy any Yellow Wisp capsule you encounter, including those found during 


replays of earlier stages. 





Wisp Power Wisp Power 


Available in This Act 
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Available in This Act 
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Level Details 
| Rank 7 


1,350,000 
1,000,000 


800,000 
550,000 


Stage Length Medium 


Starting Points / Points 
Deducted Per Second 


Danne‏ جج 
-MISS DONU:‏ 


Number of 
Added Bonus 


450,000 
337,500 
292,500 
90,000 
45,000 


0 


Enemy Ty ypes 
EGG LAWNS 


Bonus: 1,000 






SPINNER 


Bonus: 500 











Points: 1,500 
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SWEET MOUNTAIN - ACT 1 
9 1-UPS & SPECIAL AINGI 
























up to the platform and face the sparkling optical cable. Activate the Cyan Laser and zap along the ' There are three, count 'em, three 1-UPs nearby, 
Bgzanging cable, vaporizing Egg Pawns. The laser shoots Sonic toward a loop. Before continuing through the so mine that motherlode of extra tries. One is just 
ep, turn around and hop down some ledges to find a Special Ring (2). (See the red circle in our screenshot up ahead on a floating platform (5) guarded by a 


iow for exact location.) 


nearby Buzzer firing orbs. Another is buried in an 
underground chamber (6) below: activate the Yellow 
Drill and dig down through the soft, cake-like earth to 
find it. You can also collect more Rings and a Wisp 
capsule down there. 





Er Zooming through the loop and across the gap, use the Drift contro! shown onscreen to speed around the 
گا‎ curve (3) without slowing much. Keep going until you hop up platforms to the diggable earth where the 
und looks like a layer cake below. Be ready for the wasp-like Buzzers (4) hovering above the top layer. Nail 
with Homing Attacks, then hit the Yellow Wisp capsule. 








Drill back up toward the surface so that Sonic emerges 
in the enclosed room (7) with the third 1-UP. Use the 
Dash Panel with a quick Boost to zoom up into the 
Spring on the ceiling, which propels Sonic right into 
the 1-UP. Then tag the nearby Yellow Wisp capsule 
and move to the rightmost wall of the room. 





Drill down at a slight angle to the right to find the 
Special Ring (8) buried in another underground 
chamber. 





Buzzers and Egg Pawns 
Masters—can fire proje 27 


from afar. The pawns wit pisto scan hit 


yea fro e a distance! 
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If you drill down too far, Sonic can drop 
underground passage (9) lined with Egg Pawns armed 





T Yet another 1-UP lies buried in the next patch of diggable ground. Just past the candy-striped arind rail is 
۷ ters. The 0 re on the far side the : 

Su ag són ner A ae : a regeneratin " Yellow Wisp capsule (11). Tag it and activate the Yellow Drill to dig down to a 1-UP (12) 
room si camera), out of reach. Bu «n ۲ 
0010 a square of blocks. This one is tricky; only two blocks on the right side oi the square are 


surrounde 


by 
one stands on a platform hovering above spikes 
۱ x Y destructible, so you must drill through them to reach the 1-UP 


















and each platform has a corresponding blue button 
on your end of the room. W 
button, oss the room 

drops the op from button 


to button to. liminate the row of oters 





you hop onto a blue 





Several different routes, bo ow, lead over 
to one of the pair of springs (14) that propel Sonic 
across the big gap for the final stretch. Underground 
pipes can transport you quickly, and so can a couple 
of high candy-striped grind rails. Look for Cyan Wisp 
capsules near clusters of prisms where you can use 
the Cyan Laser, A squadron of Spinners (13) hovers 
amidst prisms; if you find the Cyan Wisp capsule 1 
buried directly beneath them, you can use it to zap the | =) 


SEAN. ANA entire squadron in one laser blast. 


Further along, you find the same situation with a row 
of Egg Pawns armed with lances. Hop onto a nearby 
blue button to unleash spikes from the floor into each 
lancer. Continue working your way to the right until 
reaching a candy-striped grind rail. Grind to the end 
but then turn around and go left underneath it to slide 
down a slope and find a Special Ring (10) tucked 
between two gingerbread men. 


th high and 





After bouncing across the gap (14), Sonic lands in a dangerous rocket launching range (15). Missile after 
pesa shoots down the range as you push forward beneath using low trenches. Avoid these projectiles at all 
costs! Scoop up Super Rings as you proceed 
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RING! SBECIAIMRING! 


head, guarding a floating 1-UP. To reach them, find the three 











Ring up ahead (19). It's 
t missile launch tube. On 


) onto the blue button, which 


۷ them (16) re's one last S 
: Fih 


it is destructible. Wait until right after a missii tomp on the 





n a Spring that propels Sonic upward. At 





e highest point, start punching the Jump 


n the two Spinners. The momentum from zapping t 









ces Sonic 


> 


Becton for Homing e second Spinner bou 





Brough the 1-UP. ! 


Wisps to complete Act 1 













/ forward to the launch tube. You'll find another Special Ring (17) to the right of the 


g it, use the nearby triple Spring to bounce up to the blue-lit ventilation pipe. (Be sure to nail 








) As 


0 
As Sonic shoots out of the pipe and hits the Ramp, be ready to execute a five-part ۱ 
] / 
/ 












Begin t 








Wisp Powers Available 


A 





Wisp Power 


Wisp Power Wisp Power 


Available in This Act Available in This Act 





Available in This Act 

















Level Details 
| Rank [Score 


5 10 
E 950,000 
B 750,000 
C 500,000 





me Over 


4:51 






Points / Points‏ و 


educted Per Second 320,000 / 1.100 





Added Bonus 
0 280,000 
210,000 
2 182,000 
3 56,000 
4 28,000 
5 or more 0 


Enemy Types 


Bonus: 1,000 ۱ De 
Mit 







Bonus: 5,000 


1 





Points: 1,50 


gunt the next stretch while using your Drift 
mo! to stay on the track (3). A Ramp at the 


act's 


o button to complete the five-part Trick Jump 


s end flings Sonic across the gap to the 
posing hamburger tower (4). Keep punching your 


and on a grind rail (5) that leads to some 
mbow Rings. These, in turn, fling Sonic through 
35۲5+ checkpoint. 


low the path until ducking under the low wall. On the other side, you see three platforms with a Green Wisp 
psule on the center one. If you've already unlocked the Green Color Power by completing Starlight Carnival 


5, read our special color section. If not, skip ahead 


ONLY 





PECIA RING! 







underneath the low wall again and proceed up the slope to the right. 


seeing during a Ring Dash. The 
o when hovering, look 
ss Ring Dash. The Ring path oft 








ento the platform to nab the Green Wisps, then activate Green Hover. Hover upward, using Ring Dash to zip 
3 faster through the two sets of three Rings. Float through the Green Wisp capsule at the top of the tower 
i the Green Hover gauge, then carefully descend through the gaps in the spiky platforms until you drop 
me Special Ring (6). The platform beneath the Special Ring collapses and Sonic drops to the path below. 





SPECIAL ANG! 


Jump onto the blue button (7) to trigger an Egg Pawn 
drop. Nail all five pawns to lower a winch handle 

Grab it and ride up... but get ready to hit the brakes 
Bounce across Springs to an inner track with a 
Dashboard that shoots Sonic toward a grind rail (9)— 
but skid to a halt before reaching that rail! Run back 
to the left. In an alcove you find a Special Ring (8) 
buried in a mound of popcorn near two huge lollipops 
(see circled area in our screenshot below) 


٦ 


۳ m 





(If you cant halt in time and end up on the grind rail, 
don't worry. You can still claim this Special Ring later 
by using the Yellow Drill to dig to the spot.) Now go 
back to the grind rail (9). Ride ¡t down to the next 
small section of path. 





If you've got Green Color Power unlocked, read our 
special color section a few pages ahead. Otherwise, 
continue to the winch, ride it up to the top, nail the 
Egg Pawn armed with a lance, and Bounce up to the 
next level—icing on a “diggablegraune of cake. 
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GREEN HOVER ONLY ° y) 
UP! رہ‎ 


Here's a tricky but fun secret. If you've unlocked Green Color Power, hit the Green Wisp capsule (10) and move 
۷ y 


underneath the opening in the platform above. Activate Green Hover and steer up through the platforms, which 
sprout spikes and start moving as you go—the route is treacherous 





Float up to another Green Wisp capsule near the top 
to refill the Green Hover gauge. Ti 
opens a passage to the left and spawns a curving line 
of Rings. Hold down your Ring Dash button so that 
the Green Hover follows the Rings. 





Keep Ring Dashing through the three struts sticking 
out of the wall (11), then upward to the next level 
until you see the 1-UP spinning on a single strut 
above the iced path. (This is very tricky navigating, so 
don't get discouraged if you don't make it on your first 
few. tries.) After you grab the 1-UP, drop to the path 


and continue on 












ger the attack of 
n, if you want, jus 
n get the Yellow 
low Drill. You won't 
re except Moles. lí you decide 


e next section. If not, skip past it 


۵1۸1013181110 AREA 


If you decided to nail a few Moles for hefty 








ts. Note that three pipe openin 


But beware of the center pipe! It drops Sonic right in 


ihe middie of four nasty Egg Pawns, three with lances 





the G 


off. If you take t 





punching Jump for Homing Att 


emerges from the pipe 

















880 to the r riped grind r ۱ 
er to another short curé rail; ride that one to the next section iib unce up a and usa Hom ling Attack to grab the 
eh handle and ride it up to the first plat id (13). Hop up the next two platforms, but be quick! Each one ONL Y—SPECIAL 
apses after a few seconds and results in a fall onto the spikes below RING! 
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Ride the winch up to the Green Wisp capsule (15) 
Activate Green Hover and fly upward to the right until 
you reach the first of three short lines of Rings. Use 
Ring Dash to zip up each successive line, then keep 
floating upward to the right to find and follow the long 
Strand that leads all the way up to a Special Ring (16) 
floating at the top. Keep Ring Dash going down the 
line of Rings that descends on the other side, if you 
can. Sonic drops onto the orange platform with two 
Egg Pawns (mentioned in the previous section) 



























MES to the left. Note how the middle box is white— 
= means it's a breakable box. Stomp on itt 
Baise button. Stepping on the button lowers a winch 





the left that you can ride up to the Green 






(15) at the top of the column. (This is 
y if you've unlocked Green Color Power.) 






First, however, let's nab the nearby Special 
Ring (14). It's on the third of three small 
platforms. Those platforms are sturdy, but the floor 
panels beneath them are collapsible, so be careful. Hop 
to the Special Ring 


۱۶ unlocked Green Color Power, hop back to the winch handle you just lowered by breakin 
S=oning on the blue button. Otherwise, skip the special color section on this page. Inste 
Ee richt, following the 
EN. Nail them 








ack as it Curves through the tunnel. Two Egg Pawns are posted up 3183) 
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After eliminating the Egg Pawns, cross the bridge lined with Rings. Unfortunately, the bridge sections are 
collapsible, so hustle across. At the cross-beam, you can jump and grab the winch handle, which slings Sonic 

onto a Dash Panel that propels him across the last gap onto a grind rail. But using this winch method means 

you miss the last Special Ring (17) floating on the other side. So instead, duck under the cross-beam to 

accelerate through a trio of Rainbow Rings. This drops Sonic onto the same grind rail, but he still bounces 

through the Special Ring E 





Ride the long, winding grind rail all the way back 
down to the Goa! Ring (18) at the bottom of the tower 








ACT 3 
Mission 


۱۳۲ running! After nailing the first three Egg Pawns 
the steps (1), dash around the sharp turn. Follow 


Bens and eliminate them. Here you can hop up the 
۱ ۶5 and continue forward or, better yet, veer left to 
triple Springs (2) and use them to bounce up onto 
ped grind rail above 


weel Mountain, Act 3 introduces Orange Color Power. Once you complete this mission 
ange Wisps occupy any Orange Wisp capsule you encounter, including those found during 


=plays ol earlier stages 
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able in This Act Available in This Act 








Available in This Act 


Level Details | 





S 900,000 
A 650,000 
8 500,000 
C 350,000 


Time Over 4:51 


Starting Points / Points 
Deducted Per Second 


Number of 
Added Bonus 


320,000 / 1,100 


0 280,000 
1 210,000 
2 182,000 
3 56,000 
4 28,000 
5ormore 0 


Enemy Types 





Bonus: 1,000 









Bonus: 500 
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SWEET MOUNTAIN - ACT 3 o 








Ride the grind rail all the way to the Orange Wisp capsule (3) on the small plattorm. Don't use the power here, 
though—we have a better spot. Proceed to the slope (4) and stop halfway up this incline, left of the next Orange 
Wisp capsule. Activate the Orange Rocket to shoot upward to a high, floating 1-UP (5) surrounded by Rings 
arranged in a star shape. If you miss it on the way up (which is possible), you can easily float through the 1-UP 
and other floating goodies during your slow descent. Keep clear of Eggman's missiles, however 





When Sonic lands, claim the Orange Wisp capsule 
on the slope and proceed to the bottom ot the narrow 
shaft just ahead (6). Don't hit the Spring or it will 
bounce Sonic up the shaft! Stand directly underneath 
the vertical line of Rings and activate the Orange 
Rocket to shoot up the shaft and collect the Special 
Ring (7) hovering directly overhead 





Let Sonic descend straight down, then once he drops 
past the upper structure, veer to the right and collect 
another Special Ring (8) floating above a small 
platform. (The Ring platform is circled in our shot 
here). Dash up the half-circle cut in the wall into a 
Pawn-guarded shaft where missiles crash every few 
seconds. Fight up to the top, avoiding missiles 


































Now you basically have two main routes, upper and 
lower, to the Prison Capsule at the end. Each route 
features several options, including some that won't b& 
available until you replay this Act after unlocking the 
Pink Spikes form. (You unlock Pink Color Power by 
completing Planet Wisp, Act 1.) 





If you still have Orange power at your disposal, Sonig 
can stand beneath a vertical line of Rings (11) and 

activate the Orange Rocket to shoot upward. Platforms 
close below during the ascent, leaving Sonic atop the 
tall structure. 


Head to this location (12) and start working your 
way across the high platforms using Springs, winch 
handles, and foes lining the way. Homing Attacks 

on Spinners and Egg Pawns bounce Sonic across 
several gaps. But watch out for Dr- Eggman's missiles 
dropping from the sky! 


sfera 


| Ă ss 


Here's a good tip for handling this situation: When ya 
hit each Spring at the end of a platform, just bounce 
up and down (without launching Homing Attacks) 8 
the next set of missiles explodes, Then bounce across 
the gap quickly before the next flight of missiles 
drops. Sonic eventually reaches a moving platform 
that carries him under a low wall. Be sure to crouch 
under the wall or Sonic will get knocked off! 














۱ ۲۶7 the platform stops on the other side to reverse 
rection, Wall Jump up to the platform to find the 
Special Ring (13) and a grind rail beyond 








bit Jump to drop down onto it 


tiorm starts moving. Ride it all the way across, 
5 more Pink Wisp capsules on the way, to the 

5 structure where Sonic can hop off (in Pink 
form!) and roll to the Special Ring (16) on the 
curve of the wall 


eser roll back to the moving platform and ride 

۶ or roll to the top of the structure and wait 
Ex Spikes wears off; from there, work your 
۱ ۳۳۶۶5 the gaps with Homing Attacks to reach the 
۲۶ Sing and grind rail (13). 








Now just grind down to the last stretch of track 
However, watch out for spiky obstructions along the 
rail. The first two are easy to hop over, but the third 
set of rail spikes (14) is long. To get past the long 
spiky stretch, use Boost as you approach, then Double 
Jump over the spikes 


IK SALES ORLY 





is a replay after you've unlocked Pink Wisp power, you can gather a pair of extra items along the upper 

First off, De sure to get the White Wisp capsule in the tiny alcove at (9). Use the Boost to zoom up the slope 
= right and fly through the Pink Wisp capsule hovering in the air. Then move forward to the spot underneath 
gestructible blocks holding up the Orange Wisp capsule above (circled in our screenshot), 


the Pink Spikes and jump up to attach to the blocks, which explode, providing access to the Orange 
۶ capsule. Keep rolling up through the narrow vertical gap until Sonic enters the chamber with the spinning 
(10). Jump to nab it, then keep rolling upward until Sonic is directly above the floating platform (15), 








Ar ROUTE SPECIAL ANA 


You can find some hidden goodies by taking the easier 
lower route. Proceed along the ground level through 
the loop and the checkpoint until Sonic reaches the 





wide curve. Veer to the right and bust through the 
second cluster of destructible barrels to find a hidden 
Spring (17) that bounces Sonic up onto a green- 
striped grind rail. 








Be ready! The rail follows the curve to where a parallel 
grind rail appears on the left (18), this one red- 
striped. Grind Step to the left onto the red-striped rail 
and ride it into a Spring that bounces you up into a 
sweet little corridor (19) filled with goodies. Smash 
through the destructible barrels to find them all, 
including a Special Ring 








Ride the winch up to the long blue-lit tunnel and 
follow it to a gap (20) guarded by Spinners. Use 
Homing Attacks to bounce across the gap. but watch 
out for Eggman missiles crashing down from above as 
you cross. Continue on to the home stretch that winds 
Sonic through a loop and flings him via Ramp onto the 
Goal Ring (21) to end the Act 









ACT 4 
Mission Level Details 


Sprint to the first blue button (1). It controls a rotating windmill mechanism with deadly orange blades jus Rank Score 

up ahead. Step onto the button until the blades rotate to horizontal, then hop off to halt the rotation. Run S 1,150,000 

underneath the blades. Hop up the steps (each holds a barrel, but it's destructible) to the next blue button: hop A 950.000 

on to rotate the next two blades to horizontal, then hop off and run underneath again B 700,000 
C 450.000 








Medium 
6:28 






465,000 / 1,200 





Wisp Power Wisp Power Wisp Power 


Available in This Act Available in This Act Available in This Act 








SPESIAL RINGS! (TWO OPTIONS) 


ough popcor 0 wa 


and move to the next blue button (3) where you have 6 





13 Hop onto the blue button to rotate the windmill blades to vertical, then drop safely down to 
work your way across the room below and up the other side. Sonic ends up at the top of a looping slide 
(5) that will zip him to the next area, but don't use it yet! (Once you use the slide, you can't come back.) 
Instead, activate the Cyan Laser and aim it up so it bounces off the ceiling into the prism (6). This zaps 
Sonic through a prism network that includes a Special Ring (7) and bypasses the slide. Sonic ends up 
here (8). Start pressing the Jump button for Homing Attacks immediately upon arrival —Egg Pawns await! 



















Option 23 Stop here (3), activate the Cyan Laser, and aim it at the wall ahead so the shot 
ricochets up the line of Rings (see our screenshot) and into a prism above. This zaps Sonic to a high 
platform where he can slide under a low wall and collect the Special Ring (4) on the down-slope. 
Note, however, that if you use the Cyan Laser (3) to get the Special Ring (4), you can't use it later to 
acquire another Special Ring (7). Now jump across to this spot (5) and use the looping slide to the 
next area (8). Punch out Homing Attacks upon arrival to nail the waiting Egg Pawns. 





T. ompiet 0 
special! color section on this 
2 (10) is empty, then fight through the 


e by one 






work your way back ano 


(11) 4 


h the Anttam of the h 
. Sal UUUU UI UIC Uld 


nd duck under the 
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PURPLE Fa 
ONLY 


121 AND SPECIAL 8 


If this is a replay after you've unlocked Purple power, 
liberate the Purple Wisp capsule and unleash Purple 
Frenzy on the Egg Pawns ahead. Chomp your way back 
and forth across the descending platforms. A second 
Purple Wisp capsule (circled in our screenshot below) 
prolongs the frenzy and lets you devour the lower level 
items; these include a 1-UP and a Special Ring (12) 
hidden inside the boxes attached to the ceiling, so 
make sure your Purple Frenzy hops up to chew those, 
too. Then continue onto the platform at the bottom of 
the blade-filled final shaft (13). 











O Special Ring 


Sa Laser Path 





SWEET MOUNTAIN - ACT 4 
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SREGIAIMRING! 


Head from button to button te 
orange blades. A popcorn-f 











If you still have your Cyan power available, you can 


activate Cyan Laser and aim at the optical cable; 5 


you do this, you'll miss th 





ust a little farther up the 





SWEET MOUNTAIN - ACT 5 





ACT 5 
Mission 
SPECIAL ANGI 


gnis is a quick level if you haven't unlocked Blue or 
Pink Color Powers yet. But if you have those powers 
9912018, the map gets considerably longer and more 
gemplicated. You get an easy gift Special Ring (1) 
pont at the start—so easy that you might just shoot 
pont over it! It's in the low section just beneath the 
Bamps near the start 
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ip Power Wisp Power 


Hable in This Act 


Available in This Act 


Level Details 
Lo Rank [Score 


1,350,000 
1,000,000 
800,000 
450,000 


Time Over 4:51 


Starting Points / Points 
Deducted Per Second 





C» © 2 Co 





320,000 / 1,100 


Now sprint the rest of the track, using Quick Step 
side to side to scoop up items along the way. Defeat AJ 


No-Miss Bonus 

all three Egg Pawns (2) to lower the winch handle 
AM ا‎ DER Number of 

and ride it up. Continue your sprint to the row ot Lost Tries Added Bonus 


Springs—any one will propel Sonic into the series 


0 280,000 
of Rainbow Rings across the gap before landing on 1 210.000 
an island (3) full of Rings and Springs underneath a 2 182.000 
staircase of Blue Blocks 3 56.000 
4 28,000 
5ormore 0 


Enemy Types 


Bonus: 1,000 









Wisp Power 





Available in This Act 





Bonus: 1,500 
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+ the skip over our S 





that follows. But if you've unlocked the Blue 


J | 


y 
Color Power by completing Starlight Carnival, Act 1 


BLUE CUBE ONLY 


If you have Blue power available, hop up into the 
regenerating Blue Wisp capsule (3) and activate Blue 
Cube. This form transforms all Blue Blocks (which are 
solid and indestructible) into Blue Rings (which are 
collected tor 3,000 points apiece when touched) and 
vice versa. 
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hop up the moving p 


(e 0 O 


1: the moment Sonic ves Te 


DOLO رٹ‎ 
۹ 





Use the Springs to bounce up and collect all eight of ۲ 
the Blue Rings, plus the regular gold Rings. When BLUE CUBE ONLY 


Blue Cube ends, bounce through the Blue Wisp 


capsule again (so you have Blue power available), It you have Blue power available, get hs Blue Wises ۳۹ 
then use the last Spring to bounce up to the top of the here (6) and hop down either side of 77 1 
column. Use Homing Attacks on the two Buzzers and Underneath the platform is a big reservoir of Siss 

the winch handle to get across the gap. Blocks. Activate the Blue Cube form and start 


collecting Blue Rings 


Hurry! The Blue Cube wears off in just 5 

so claim as many as possible. You can use the 
Springs on either side of the reservoir to bounce 
up and gather Blue Rings that are too high to reach 
with a regular Double Jump. When you're finished, 
hop across the platforms to the right and ride the 
slide (7) to the next section. 

















keep using 


۴ your way up to the 





er Blue Wisp capsule 
ا‎ 


ve got Blue Color 





ouch the Blue Rings and fo ow the path ta 





ou reach the top, fight your way through the 


ie of Egg Pawns (12) and follow the curving path to 
E wp. Spring up and zap Buzzers to reach the Goa 
۱۱۳ (13) across the gap and complete the Act. 


CUBE ONLY 


UPI 











the ledge and activate Blue Cube to transform 


= Siue Rings into a walkway of Blue Blocks 


cross the blocks and hop up to get the 1-UP 


ne form ends 













TWO 7381 RANGES! 


Ii this is a replay after you've unlocked Pink Color 
Power, tag the Pink Wisp capsule (10). Proceed to the 
low wall just ahead. Activate Pink Spikes and attach to 
the wall, then start rolling upward. 





Time is short, so spin quickly through the chamber 
filled with Super Rings and up the shaft on the right. 
Keep rolling! Your goal is to roll as Pink Spikes all the 
way up over the top of the structure and down into the 
goodie-filled stack of boxes (14). 





When Sonic reaches this spot (14), the Pink Spikes 
form can smash through boxes to collect a Special 
Ring and, importantly, another Pink Wisp capsule. 
Now roll back up to the right and jump up to attach 
the Pink Spikes to the next higher structure. Roll 

up the narrow shaft and around the chambers until 
coming to the Special Ring (15) encased in blocks. 
Smash the blocks to collect the Ring, then roll out to 
the upper-right. 








Now jump across the gap and nail the line of Egg 
Pawns (12), then push on to the Goal Ring (13). 




















ACT 6 
Mission Level Details 


This Act is fast and fun. Sonic begins with 2 side-view sprint to a row of destructible amber blocks OJ ne Rank | Score 
amber blocks with 2 Stomp move, performed on top of or next to a crate. A gun-toting Egg Pawn ےیکت‎ at e S 900,000 


7 


far-right end, squeezing off rounds that take out the blocks one by one. Spring up and nail him with a چکھوا‎ 2 800,000 
Attack, then continue on your way. 8 700,000 
C 400,000 


Short 
4:51 





320,000 / 1,100 





Added Bonus 





0 280,000 
1 210,000 
2 182,000 
3 56,000 

4 28,000 





Wisp Powers Available 


® Bonus: 1,000 





Wisp Power Wisp Power Wisp Power 





Available in This Act Available in This Act 





Available in This Act 
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TWO SPECIAL RINGS! 
Ahead are some floating amber blocks that encase Rings, including a Special Ring (2) Siess 3070777 
blocks to gather the Rings. You also find a Pink Wisp capsule. 







g 1-UP at this location (5) seems to be 
ocks, but note that the one on the 8 
structible amber block. Walk right ups 
mp on the ground to shatter the 8 
1-UP. Stomp again to get back out 












If you've unlocked Pink Color Power, collect the 
capsule and activate Pink Spikes. Roll up the ledges 
to the right, smashing through amber crates and Egg 
Pawn gunners. (If you don't have Pink power available, 
just hop up the ledges and use Homing Attacks.) One 
vell-guarded amber block tucked against a ledge 
holds another Special Ring (3). Smash it open with 
the Pink Spikes or a Stomp move. Then proceed 
onward to the striped, looping arind rail and ride it 
across the gap 





There's another Pink Wisp capsule down the next slope. Again, if you've unlocked Pink power you cam ze 
Pink Spikes and just start rolling—under the low wall, down the steep cliff, through the lin 
the way to collection of yellow crates and Blue Boxes. If you don't have Pink power, jus 
using Homing Attacks on enemies 








SWEET MOUNTAIN - ACT 6 


PINK SPIKES ONLY 
















here's a Pink Wisp capsule above this Special 
Bing (6). li you've got Pink power unlocked, collect 
capsule and proceed along the route, fighting 

ough Egg Pawns to the next block-filled area. 

E Special Ring (7) floats above three Blue Blocks, a 

Stack too tall to hop atop. Bul you can activate Pink 

Spikes and roll up to the top, then jump up to collect 
Special Ring 


Hop up onto the striped grind rail to the left and ride 





۲ 6 

it back over to the small platform. Jump up to obtain‏ و 
Bic up the blocks to the top of the ledge (8), but don't overshoot and land on the Dash Panel there. If you the Special Ring, then grind the rail back to the Dash‏ 
the panel propels Sonic down through the final loop-and into the Goal Ring to end the Act. Score one last Panel. Shoot through the loop to the Goal Ring (10)‏ ۱ 


cal Ring (9) before doing that. 
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BOSS 
Mission 












This boss fight has two different phases that repeat 
twice. Your overall goal is to defeat Captain Jelly, 
commander of the Sugar Armada ship. But the captain 
won't appear unless you sabotage his vessel first. 





The first objective is to traverse the deck to the back of | = 
the ship and “break” the blue-knobbed switch (circled — | 
in our screenshot) in order to halt the ship's functions 
Batteries of cannons open fire as Sonic approaches 


| Added Bonus 


00.000 
50 000 
650,000 
- 0.000 
1 100,000 








Boss & un 


4 > 4 
s L 6 


Points: - 400,000 
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Wisp Power Wisp Power 


Available in This Act Available in This Act 









DET a ea 


Bien you finally bounce up cannonballs to the switch, nail it with one last Homing Attack to shut down the 





Seen Captain Jelly and a crew of Pirates bounce down 
۲ == dock and attack. A maximum of five Pirates 
ts with their Captain in this first wave. The key 
o punch rapidly at the Jump button to zap 
ates until their crowd thins a bit, then turn your 
tion to Captain Jelly. The Captain is invulnerable 
les he jumps into the air, so keep your distance and 
until he lands before launching a Homing Attack 
od Homing Attack hits (or one Yellow 
nd him back to his quarters onboard 









S 


e 


IG TACTIC 


when Captain Jelly lands on the ground after a jump and starts laughing, activate the 
ellow Drill and excavate through the ground under him. Then follow the red Jelly icon 


crows up to strike the Captain from beneath! Just one hit by Sonic in Yellow Drill form 
ends Jelly retreating back to his ship. 


he cannons fire two types of projectiles: all-red cannonballs that release a spray of Rings when destroyed, and 
ar striped cannonballs that simply explode. Use quick, repeated Homing Attacks to bounce forward from 
cannonball to the next. Note that when you destroy any all-red cannonball fired by the lone cannon on the 

k wall of the second tier, Sonic picks up Yellow Color Power! 











Sonic automatically returns to the deck to face 

the cannons again. Repeat the cannonball bounce 
(including a red one from the lone cannon on the 
small platform above the second tier to acquire Yellow 
Power) until you can hit the blue-knobbed switch 
again to bring back Captain Jelly and his Pirates. This 
time, the Pirate swarm is much thicker—a maximum 
of 50—so you'll have to do some rapid tapping to 
keep jumping and attacking the minions. If it gets too 
intense, activate Yellow Drill to dig down for some 
easy Color Bonus points. Again, watch out for Moles! 


Once the area is less crowded, get your hits on 
Captain Jelly to end the Act. As the captain goes 
haywire, be sure to run back and forth to scoop up the 
dozens of Rings he expels. 
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Three new theme parks open up after 
you defeat both Captain Jelly (the Sweet 
Mountain boss) and the Frigate O 

(the Starlight Carnival boss): Plan 
Aquarium Park, and Asleroid Coaster 
can play them in any order, or you can 
jump amongst the three parks 


However, we suggest that you play Planet 
Wisp, Act 1 first to unlock the Pink Spikes 
form, then jump over to Asteroid Coaster, 
Act 1 to unlock Purple Frenzy. Once you 
do that, you'll have all seven Wisp Color 
Powers available for use 


This lets you play through the remaining 
parks in any order you want without 
needing replays to fully explore each 
Act. You can also go back to replay 
earlier Acts to explore previously 
inaccessible areas 











ACT 1 
Mission Level Details 


s which 222 | Score 









s multiple path levels through the area. You fin 





o roll up walls, along ceilings, and into tight areas You can also u 
“flo h lo 


ting Special Rings. TI 





a couple of high- t ends with a wild sprint along a multi-level br 


e 





ompletina thi: ission Pink 12243 
03 of earlier sta El 


0060 ng rep. 








tame Ove 8:09 
zd de | i E | ۱ 
۲ سے‎ E 685,000 / 1,400 


SPECIAL RINGI 


An opening sprint to a banked track features a nifty trick right away. On the g 
the Dash Panels that shoot Sonic right into a White Wisp capsule (1). Go tico the loop that follows and 
press the Boost button before hitting the Ramp. This propels Sonic high enough to hit the 
Rainbow Ring. These, in turn, bounce Sonic onto a collapsing bridge, so keep running AS you approach De 


far side, jump and attack the Spring to bounce over to a sideways track on the right side of ite campas 








Added Bonus 








| Enemy Types 





Points: 1,000 
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Wisp Power Wisp Power Wisp Power 
Available in This Act Available in This Act Available in This Act 


Points: 500 













ot a huge structure. (Our screenshot gives 
you a full vie t 
Pink Wisps 
form) and spend some extra time co 


or special items, skip the next couple of paragraphs and jump ahea 





er in the center lane. The moment Sonic 


the Special Ring (2) in the rightmost‏ ؟ 
iky roller‏ 


gs kick Sonic onto a grind rail. Quickly Grind 
t or Sonic drops into the river below and 
try. Keep watching ahead as you grind; be 
ed to Grind Step to a new rail if the one Sonic 
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SPECIAL RDA! 


Work your way rig 


nic ends up next to 


at the bottom of the 


e Spinners hovering up the shall 


attorm above! Wait 
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wall and simply roll to the 
ck stack) until you return 
where Sonic started. Don 


through the capsule, though! Let the Pink Spikes expire 


e of the walkway (12) 
the Orange Rocket. The shot shatters four 
propels Sonic in sky. Float 
so that Sonic lands in one of the Rainbow 
els him into a room with a 1-UP (13)! 
e are a number of ways to make your way through 
nd structure. Grind/hop across the top, or run 
with a Boost) through the loop in the middle. You 
o roll as Pink Spikes across the bottom via 
and ceilings; use the blue button (8) to extend 
rcase to the wall. Whatever route you choose, 
ds up at a checkpoint (9) and a Ramp that 
to a Bonus Trick Jump across a canyon 
ring structure. (You must complete all 
s of the Trick Jump or Sonic falls into the 
۲۰۰۲٥۱۱ and you lose a try.) 


Exit by ducking under the low wall to the right and 
slide down the slope to this location (14). Turn 
around and hop back across onto a very narrow ledge 
then crouch to proceed down the narrow horizontal 
shaft to the Special Ring (15) 


s a wide view of the third structure: 
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ck under the low wall 
the Pawn-patrolled 
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and lat across the canyon to ere Sonic 
keeps running until he es ti 

(17). Get ready for a fast and furit 

long, multi-level bridge 








Stay on the top track to hit a pair of Rainbow Rings 
that bounce Sonic onto a shortcut route (19). Follow 
that to the Dash Panels tt 

toward one final structure 
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ACT 2 


Mission Level Details 
Follow the path we provide here to get through this Act very quickly. You collect a trio of Special Rings right E 2) Scent a acer 


Seay. Start by Spring-bouncing up atop the two stacked white boxes, then Stomp to smash down through them 1,000,000 
850,000 
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TREE SPECIAL 8 M an 
Proceed up the box-steps and stand atop two more stacked white boxes. Use Stomp so that Sonic hits a Spring 


his bounces him up through a floating Special Ring above (1) 
Time Over 4:51 


Starting Points / Points 
Deducted Per Second 












320,000 / 1,100 


Number of 
Added Bonus 


0 280,000 
1 210,000 
2 182,000 
3 56,000 
4 28,000 


5ormore 0 


Enemy Types) 
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Available in This Act Available in This Act Points: N/A 
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From the winch platform, jump into the Rainbow Ring 
to ricochet through other Rainbow Rings and propel 
through a loop (4) that shoots Sonic to the top level 
of the structure. Continue over crates and Egg Pawn 
miners to the moving spike platforms. Use them first to 
reach the Special Ring (5) on the platform to the left. 


Now use the moving spike platforms again to reach the next ledge to the right. (If Sonic accidentally Sits Soss 
into the space just below the ledge, push out the bottom block in the stack of three and start 7 RA 7۳۳28 
the checkpoint and drop down to the bridge to the Purple Wisp capsule (6) 


3 aD 276 
راز‎ “a 
(CL 












E 

















J Í | 777ھ‎ ۱ = eae 
which propels him up 


= TAIT. Rainbow Rings. After Sonic bo 
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fer collecting the Purple Wisp capsule, nail the first two Egg Pawns to the right to bring down a pair of mine- | fi jeci 
Seeing Sprinklers. Now activate Purple Frenzy and chomp your way across the bridge. Be sure to hop upward as you 
E and chew through the higher blocks—because one block (circled in our shots below) hides a Special Ring (7) 
Mhomp all the way across to the right wall to reveal and hit a blue button, which lowers the bridge above Sonic 
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ál 








te that it Sonió's chomp-fest doesn't quite reach the right wall and reveal that blue button, make sure to nail all 
gg Pawns to trigger the drop of a winch handle. Ride the handle up to the winch, then hop over to the blue 
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ces Sonic upward; he then ricochets off four 
n a walkway (10) at the 


he right, then slide under 








Mon on the small platform, This lowers the bridge above Sonic, as well. Now work your way back to the Spring 
). bounce up to the ledge on the left, and then jump across to the newly formed staircase 


the low wall and down to the lower walkway where a 
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vo sets of moving stairs above. Use 


our way to the blue button on the upper bridge, which activates two 
the left. Jump to get it, then use the moving stairs 


Dash Panel propels Sonic across a chasm onto a grind 











۶ Stairs 10 get close to the 1-UP (8) floating overhead to 
Emb to the next platform to the right 














ACT 3 


Mission Level Details 
In this Act, Sonic speeds across the bridge, down the long canyon you saw back in Act 1. Things are different |: Genk: EA 


here, however—mueh different. You start with an unstoppable track sprint across the bridge with a 1.200.000 
t 





> to side to switch and A 1,000,000 
haser firing lines. Use simple Spin 5 300,000 
C 550,000 


Stage Length [San = = 
Time Over 4:51 








Wisp Powers Available BEE A 


Points: 1,000 
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Available in This Act Available in This Act Available in This Act 
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Points: 500 
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BRIDGE LEVELS ۵ 
The long bridge features three levels of tracks. The top track is hardest to stay on. The At the far end o 


bottom track is much easier to negotiate, but it’s still possible to fall off into the water 
below and lose a turn. 
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, a 1-UP (6). Jump to grab it, then retrace y 
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ACT 4 
Mission Level Details 





This Act features another tall, circular tower. Sprint through the opening track sequence and complete the Trick Dat AAA 
mp. Sonic lands on a collapsing bridge, so don't stop running! When he reaches the base of the tower, he's on S 800,000 
f small platiorm (1) with a Ramp A 700,000 

B 600,000 

C 400.000 


Stage Length EXT 
Time Over 4:51 
Starting Points / Points 


0 1 
Deducted Per Second URN 


No-Miss Bonus 
0 280,000 
1 210,000 
2 182,000 
3 56,000 
4 28,000 
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Hop down to the next walkway and zap the Egg Pawn mine he Sp 
and nail another pawn, then use Boost to sprint through the ha 
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Wisp capsule can provide a shortcut to the final Special Ring 
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Ring (9) floating we 
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just drop back into the ac 


toward the Spinners, the 


It you make it across all six rails to the platiorm here (10) 
just duck under the low wall to grab the zip-line wire handle 
and ride it through the last Special Ring (11) and right into 
the Goal Ring to complete the Act 








VA 
y 


= 
= 
3 
> 


Mission 
This mission featur fa 


eatures a fairl 








y straighiforward 


beyond the columns, then take a leap o 





faith down the shaft. (Watct 
p of the left wall!) Sonic lands next to an Orange Wisp capsule (2) 
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y inear path with a few interesting challenges. Yo 
umns of destructible but regenerating amber blocks (1). Use one of the Springs be 
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Level Details 








Stage Length 





ae 
2.9 
Sa 150,000 / 1,000 


000 





Number of 
Added Bonus 


2,500 
97,500 


30,000 


15,000 





Enemy Types 
EGG PAWNS 


Points: 1,000 
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Power by completing A 
ectly onto another Special Ring (5) (circled below) atop the structure 


> the Wisps and skip ahead to our special color 
the right. You look across a gap at two gun-toting Egg Pawns shooting 





ection. Otherwise, fight your way down to t 
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attack these two pawns with Homing Attacks to bounce across the gap, but 40 not 


Attac 
n! If you do, you can't come back and lose a chance at another Special Ring 





nd Egg 


(also circled in our screenshot below). 
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SPECIAL ANGI 


se Slide to kick through the lowest row of blo 
p and 0 Jump S 


0 
) locks until you're directly beneath the Specia g Then 
cks all regenerate quickly 





Collect Purple Wisps and you can get to the Special 
Ring (10) much quicker by using your chomping 
Purple Frenzy. Try to eat your way to the Special 
Ring and get back out while still frenzied, if possible. 
Otherwise, you may become encased in regenerating 
amber blocks and Jose time Sliding out of the stack. 





SPECIAL ANGI 

Exit the bridge to the right, pass 
then duck Wader ¡he low wall to bounce up into the 
last ٩۱690۱۵68, Use the amber blocks 018 and 
Homing Attacks on the gunslinger Egg Pawns to 
reach the Special Ring (11) in ppe 
of the room. Then hop across to the Dash Panel 
on the next platiorm and scoot around to reac 
Goal Ring from behind, where Sonic's entrance is 
Particularly effective. 
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ACT 6 
Mission 






Level Details 





chalking up more Grind Bonus points. Doing this, though, causes you to miss a Special Ring 











Wisp Powers Available 
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hovers above the lower pari 
enough power left on your Green Hover gauge 


Special Ring and land on one of the 


moving panels. Ride the panel back to the upper-right 
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Proceed to one last rotating conveyor. This one is the 





apsule (8) on the rising/falling panel. Now 










ready for hazards (4) on the grind rail as Sonic rides 





ind Step to miss the spinning spikes on the way 
The end of the rail sends Sonic down a narrow corridor 
men out onto another high, looping rail 


1 
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This rail deposits the rider at the base of another structure (5) Hop up the platforms to a rotating conveyor oi 
anels. Egg Pawn miners ride on some, so be careful Jump through the Green Wisp capsule (6) that floats in 


the top. Activate Green Hover, float to the beginning of 


n 
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be middie, land one of the moving panels and ride ii 
3 long trail of floating Rings, and use Ring Dash to shoot through the entire trail 
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e ramp through the Dash Panel to sho 
d to 2 Ramp that propels Sonic up into 





al tower (13). The landing 
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he g platform at the top to 
0 capsule (14). Collect the 
but dont use it yet. You can jump ۱ 







n above the capsule that reveals 


19 Ring Dash. First, let's get up 


r on the tower 


None of the Green Wisp capsules on the 
tower regenerales: they're one-lime use 
only. The first capsule (14) is out in the 
open, but the other two are hidden. They 
spawn only when you jump up and hit blue 
buttons on the underside of the mid-level 
platforms (15 & 16) 
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و ۃًے لے 


Mission Level Details 


This boss, called Refreshinator, 





Tropical Resort park. He's a big robot that clings to the park's spinning teacup ride. Your goal is to hop 5 1,900,000 
across the teacups and work Sonic in close to the monster's face when it is exposed, and then nail the face M 1.750,000 


with Homing Attacks B 1,350,000 


C 1,000,000 


Stage Length 
Time Over 3:20 
tarting Points / Points 


S 
Deducted Per Second 





1,000,000 / 5,000 


SS ISONUS 


0 1,000,000 
750,000 
650,000 
200,000 
100,000 








Boss 


REFRESHINATOR 


Points: 100,000 





Wisp Power Wisp Power 


Available in This Act Available in This Act 




















B 0 j efreshinator operates in two phases. He starts out 
OSS ve rview with nis armor open (exposing his face) and his two 


nut 


ers outward in four directions 





rnate throughout the Act 


im 
WATTS gr 


f the outer ring. Run up 


) up a few Rings 





y clamp down along the circle. Watch t 
a 





Pink Wisp capsule. Don't use it yet though—save 


its Pink power 


power for the las 





er phase. Then hop onto any 


laws can't crush you there 
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Wait until your cup rotates closest to Refreshinator's 


exposed face, then hammer it with Homing Attacks. 





After this first attack, the boss extends armor over 
his face, starts firing eight lasers, and also deploys 


crack! 


ergy clusters that rotate around the outer 


e damage when Sonic touches them 


5 
e Pink Spikes and attach to any teacup to 





s phase. The spike form is indestructible 
so laser hits don't hurt Sonic, and the spikes cling to 
the cup even when Refreshinator spins it wildly 


Each trio of cups features one reddish‏ ٭ One outer ring that forms a complete‏ ٭ 
circle and serves as the level's cup that has a Wisp capsule attached‏ 
boundary. (total of four capsules). Three capsules‏ 

hold White Wisps, one holds Pink Wisps. 


Four rotating inner clusters, each with a‏ ٭ 
The boss's two deadly claws.‏ ٭ spinning triangle of three teacups (total‏ 
of 12 cups).‏ 





Pink Spikes up to the top of your current teacup and 





* The boss's fragile face in the center. ۱ 
n unieash another set of Hom no Attacks. Three 


flurries of attacks can bring down the boss. Once 





orth across the bottom to 














Mission Level Details 





launches into a downhill sprint to a building below, The building has two entrances; the one you enter 





down 


UPPER BRAVE SPECIAL ANGI 


Pick up the White Wisp capsules in the first few 1 


on what you do on the way 








me Ove 8:09 





rs, After the Ramp, launch into an Air Boost (Double Jump 


and hold the Boost button) to hit the Rainbow Rings (1) about halfway down. If you manage to hit them, they 

















propel Sonic onto a grind rail (2). Grind Step to the left to avoid the spinning spikes and ride the rail down. Jump iG Per Sec 685,000 / 1,400 
as the rail ends to hit another set of Rainbow Rings that launch Sonic into the structure's upper entrance (3) 
Number of 
Lost Tries Added Bonus 
0 650,000 











ail the Egg Pawns 


Points: 1,000 









4 Points: 5,000 


Points: 1,500 


Wisp Power Wisp Power Wisp Power : 1 


4 0 
Available in This Act Available in This Act Available in This Act > | 
Points: 5,000 
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ACT 2 
Mission 


s is a quick but tricky level. Three ot the five Special Rings are accessible only if you use Blue Cube with 
some skill. After the opening sprint across a collapsing bridge, zap 
crossing to the left 


p 


cross this room is a mix of solid Blue Blocks and rotating blue button panels. It's fairly easy to 

to the platform on the room's left side. But doing this means you miss a pair of Special Rings 
r path that you can activate with Blue Color Power. As you head left, hop through the Blue Wisp 
capsule (1). Note that the capsule doesn't regenerate, so you can't come back for more. Nail the Egg Pawns 
standing on the Blue Blocks above the Special Ring (2) 


the two Egg Pawn swordsmen, then start 
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Level Details 
|. Rand 7777) 


600,000 
500,000 
400,000 
250,000 


D © > a 


Stage Length Very Short 


Time Over 2:30 


Starting Points / Points 


Deducted Per Second 150,000 / 1,000 


No-Miss Bon 
Added Bonus 
0 150,000 
1 112,500 
2 97,500 
3 30,000 
B 15,000 

Sor morê 0 


Enemy Types 
EGG PAWNS 


` Bonus: 1 1,000 











of the Special 
ment y 0, you 
ue 3 be expires while 
lue Block the 
evel, he .وی‎ lose a try. Jump through 
rst Special Ring (2) 


RI‏ ام 


ne left across the Blue Blocks 
al Ring (3) at the left end of 


he left (circled in our screen 
Now when Blue Cube expires, Sonic 





the two rotating D 
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c upward. Guide his landing onto on 





bow Ring. This 





utton panels, then ride it up and 


hop through another ۷ 
p through another Blue Wisp capsule (6). 


anto the A 
Ring to end the 








0 ride one up to colle 














IL Use Homing Attack 





st Special Ring (10). Then return to the ( : 














his area features a number of Special Rings that can be reached only via 


precise. But you'll find all of the Orange Wisp capsules underwater 








Step into the water and let Sonic sin 
ntil Sonic reaches the ocean floo 


Orange Rocket—four of them 
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Available in This Act Available in This Act 








Wisp Power 


Available in This Act 
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Level Details 
E Rak [SR ae curd 


S 2,000,000 
A 900,000 
B 700,000 
C 500.000 


4-64 
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Starting Points / Points 
Deducted Per Second 


Number of 
Added Bonus 


320,000 / 1,100 





0 28 
1 2 
2 16 
2 5 
4 28 
5 or morê 0 
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API the air ant through the long ci s ونم‎ 
: spiky mines to reach the Spec al Ring at the end (10) 


Opel 





narrow corrido 
Ring (6) hovers at ti 


The steering is trick 


to the second (lower) row of platforms over the water 











SMSO RADE 

Collect the first Purple Wisp capsule (11) and activate Purple Frenzy as the bridge starts to descend. Now 
chomp back and forth across the bridge as it lowers, gobbling Egg Pawns and destructible blocks that unveil 
Super Rings. Make sure the beast consumes each new Purple Wisp capsule that emerges to keep the frenzy 
going! And don't miss the Special Ring (12) encased in blocks. When the bridge stops dropping, head down the 
sorridor to the right and fight through the final pawns to the Goal Ring 

















ACT 4 
Mission Level Details 
This huge cylindrical area features water pools and aquarium tanks interspersed with interior areas guarded by Egg Pawns S 1,700,000 

Dozens of different routes lead from start to finish, but our way is fairly quick and takes you through the special items 1,250,000 


1 900,000 

Ya 550.000 

SPECIAL RTL 550,000 
The unusual starting point allows progress to the left or right. Prepare for a scare if you go right, as a Big Chaser Stage Length 


CO 2‏ بی 











drops in behind and takes a few heinous swipes as Sonic descends a spiral tentacle. The better choice is to go Time Over 8:09 
eft, so jump into the water. Drop down to the first platform (1) and collect the regenerating Yellow Wisp capsule Starting Points / Points RER 
Activate the Yellow Drill and torpedo across the lagoon and out to snap up the Special Ring (2) on the ledge Deducted Per Second 685,000 / 1,400 

0 650,000 

1 487,500 

2 422,500 

3 130,000 

£ 65,000 

5 or more 0 
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Points: 5,000 





Wisp Power Wisp Power Wisp Power 


Points: 5,000 
Available in This Act Available in This Act Available in This Act As a 2 
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ACT 5 
Mission 


his is a short challenge that consists almost entirely of bouncing on mobile Springs as they move across the 
4 
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area toward the Goal Ring 
to complete. But Sonic fans want those Rings, of course, and that makes things considera 


TWO SPECIAL 


Hop aboard the yellow mobile Spring (1) to start bouncing. Remember that you can Stomp-bounce to go higher 






you don't care about collecting Special Rings on the way, this Act is extrer 


bly more difficult 


n them 





The Spring keeps moving left-to-right, and platforms shudder and then fall seconds Sonic lands o 


so you can’t dally anywhere. Bounce through Rings and a fe 
t 






first Special Ring (2), Stomp to bounce high over the ex] 
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Special Ring 
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Wisp Power 
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Level Details 


B 990,000 


C 350,000 


Stage Length 7770 


Number of 
Added Bonus 


280,000 


210,000 

2 182,000 

3 56,000 

4 28,000 
Sormore 0 


Points: 1,000 





Points: N/A 
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through a loop and 


e drops down a narrow shaft. At the 





nel propels Sonic through a new 
tinto a Spring that shoots hin 
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platform. Cross it carefully! A trio of Sandworms up 
back onto the Spring. on the ceiling fire energy blast 








p 
Hop across the explosive blocks to a set of three 





connected mobile Springs. These Springs start rising 


Stomp-bouncing up 








۷ ride up toward the Goal Ring (7). Another trio 


of Sandworms 0 





-jump to bounce up onto the high p 





and Super Rings. Hop up onto the row of four 
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R Level Details 
z : ST VES 
Mission : 


1,850,000 
Here's another big, fun level with a great variety of challenges and travel options 





A 1,250,000 
B 950,000 
C 650,000 








running across the ocean floor. Follow the path shown 
Don't use it yet! Yellow Wisps are scarce in this aquarium. Keep working your way into 


Stage Length 


down the shaft until Sonic reaches the pipe opening (4). Activate the Yellow Drill here and Time Over 8:09 





Starting Points / Points 


Deducted Per Second 


685,000 / 1,400 


S DC US 


Number of 
Added Bonus 
0 650,000 
487.500 


5ormore 0 


Enemy Types 
EGG PAWNS 


Points: 1,000 







CHOPPER 


Points: 5,000 





(SIC RABMEAT 


a Points: 1,500 
| | BUZZER 


Points: 1,500 
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Wisp Power Wisp Power Wisp Power 


Available in This Act Available in This Act Available in This Act 











BEGEND 


C J Special Ring 


Wire Path 


92222 Pipe Path 
9 Sea Monster Cave 
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SBECIAIMRING! 


(areen Wisp caps 


right (11) From her 











TREE LOW GOW YE: 
SPEAL BINE 


$; 
۷ 
e th 


just ahead (19). 5 
gh R 


Dome Ambush” 


SPECIAL RING! 
Te HIGH 5 If you don't reach the Ring trail before Green Hover expires, Sonic can still Air Boost across 


the next gap to a platform. From there, ride a winch up, then work your way across smaller 


inem — + er be 
platforms to a Special Ring (22). The Spring behind the Special Ring bounces Sonic up to 


the open shaft freefall (16). 








wil 


aliwa 





n a Dash Panel (17) branching off the main shaft. ( 
ip-line wire down through a Special Ring (18) ar 






s (marked 





r map), including four on the far 





wall behind the Goal Ring. Try to keep schools of red 


fish around Sonic as often as possible for protection 





a Yellow Wisp capsule (20) up high, about a 


TE DOME AMBUSH 


= 


ort. But eight more Egg Pawns w 








PE 


- BOSS 





BOSS Level Details 
دا‎ CAC 


a a 
Miss on S 1,900,000 
A 1,750,000 
This boss battle pits Sonic against Admiral Jelly of B 1,350,000 
C 1,000,000 


the Sugar Armada and his submarine crew. The basics 


of this fight are similar to the previous one versus 
Stage Length 


Time Over 6:05 





the pirates in the Sweet Mountain theme park, but 
e the action 






the movement is much different b 
Starting Points / Points ^ aT A 
N Aris 950,000 / 2,600 


all takes place underwater. The ba 
Deducted Per Second 


difterent phases that repeat twice. Your overall goal is 


to defeat the Admiral. But he won't appear until after 


INO-IMIS 


0 1,000,000 
1 750,000 
2 650,000 
3 200,000 


4 100,000 


S nus 





you shut down his vessel 





Boss 
ADMIRAL JELLY 


Points: 100,000 





Wisp Powers Available 


2 


l N SUBMARINE CREW 


Points: 10,000 


Wisp Power ہے سے‎ 
ZEN 
> 





Available in This Act 


A 








PHASE 1: KIT ThE SUITE PHASE 2 





a few Rings, waiting for the Admiral to get in range 













Then activate the Yellow Drill and start hunting him 


down, slicing through his crew mates as you give 





chase. An onscreen red arro indicates which 


direction the Admiral is in relation to Sonic. He tries 





to 20017 away when you get close, but hit the Boost 
button! One good Yellow Drill strike sends the Admira 
and crew back to their quarters 











arma 


expires, y 


0p down 


ou must 


and hang out 











Mission Level Details 
roller coasters and ھت‎ ECO 


۸ 


Welcome to the Asteroid Coaster theme park 
take a few bounces through asteroid fields Lid in mind th 


is the name suggests, prepare to ride a few 













r car, you can jump up S 1,850,000 

to grab items hovering above the track; Sonic lands right back in his seat unless he hits an acceleration Ring A 1,500,000 

(Dash Ring or Rainbow Ring) that propels him away from the car B 1,150,000 
C 800,000 


b 
Time Over 8:09 

Starting Points / Points 
Deducted Per Second 


Number of 
Lost هر‎ Added Bonus 


685,000 / 1,400 





0 550,000 
1 487,500 
2 422,500 
3 130,000 
I 65.000 
5ormore 0 





Enemy Types 
EGG PAWNS 


Points: 1,000 





Wisp Power ds Power 


EP Ha 
Available in This Act 
WIRT ý 2 
ہن یا‎ RSR 


Avallabie in This Act : 
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O | Special Ring 
27222 Coaster Path 


Wire Path 





ACT 1 
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PURPLE FRENZY! 

Asteroid Coaster, Act 1 introduces Purple 
Color Power. After completing this 

mission, Purple Wisps occupy all Purple — 
Wisp capsules, including those you find 
during replays of earlier stages. 


SPESIAL AINGI 


eep chomp in Purple Frenzy form 





سی 2 


JID COASTER 


a ra IT 


y 


mountain with ral cave entrances 


on the right (6) 


Option 1: Hop over to the third 

train and ride it all the way through 

the mountain. As Sonic reaches the 
mountain's far exit, jump into the 
Rainbow Rings (7) before the train 

goes down or else you'll lose a try. The 
Rainbow Rings fling Sonic through a 
floating 1-UP (8) and onto a platform with 
a Ramp. The Ramp shoots Sonic up into a 
Trick Jump that propels him through the 
mountain exit. 


Option 2: Stay on the second train, but 
jump into the red Dash Rings before you 
reach the mountain or else you'll lose a 
try when the train dives downward. Then 
use a series of fans (9) to float up to the 
lower entrance into the mountain (the one 
guarded by two Egg Pawns). Run through 
the checkpoint (look for the coaster rail 
overhead) and hop/bounce across gaps to 
reach the Ramp at the far exit. The Ramp 
shoots Sonic up into a Trick Jump through 
the mountain exit. 


m 82 Stay on the second train, 
jump into the red Dash Rings, and use 
the series of fans (9) to float up past the 
lower entrance to the upper entrance into 
the mountain. Run through the checkpoint 
and run/jump across a series of platforms 
loaded with Rings. When Sonic reaches 
the curved platform (7), make a big 
Double Jump across to the final platform 
with a Ramp (10). The Ramp shoots 
Sonic up through a Special Ring (11) 
(circled in our screenshot on the right) 
that hovers at the mountain exit. 











After S the m 


gap. All are gr 
Homing Attacks 
Attack the one 
belt (13). 

10 move 5 


B nnnncite 
oposite 


gravity suddenly shifts to the op 


— 
3 


ake matters worse 











Move quickly across the moving platforms, then 
pause to get your bearings when Sonic reaches solid 
unmoving perches. A 009 Ring (17) initially looks 
almost impossible to اتا‎ en suddenly seems 








just as Sonic a close, the pesti di suddenly shifts 


SPECIAL RING! again! Try to hop to the spot directly above it on the 


platform, then fall throug 





First, work your way toward the small ۱/2081 with a ring around it, off to the right— just keep 








Saturn-like min 








a Special Ring 


toward the a 





9 (22) 


ee the Special Rin 
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ou 


rt wire until y 


15 
a 
3 
a 








Level Details 






Sprint urple Frenzy and 
S and grab the wa 
next walkway (2) A 1,300,000 






hese are hazardous because each one has a 


D 


crate behind it. The m 





Wisp Powers Available Enemy Types 


Points: 1,000 





Wisp Power Wisp Power 


Available in This Act Available in This Act $ 











crates are behind the next plat 






stead of jumping up to the ne 















Now continue up the walkway to the next 
Use the Spring to bounce up to the big plaliorm, then 


You may recall from earlier Acts that most yellow platforms evaporate a few seconds after Sonic land 
crates (10) 


hop up the two smaller panels. Three big 


after landing on it, jump to activate a lock-on cursor on the Spring just ahead. Then pr 


flash red and push out of the wall in a f 


for a Homing Attack on the Spring. This propels Sonic into a wild ricochet through a series of more 
Special Ring (5) hover 


Ring up onto the platform above (6). Run through its checkpoint 





ng amongst them. Sonic automatically 





Now head right, jumping across two more 


olatforms to a solid ledge underneath a sta 





yellow platforms (7). Remember, th 
۲ Sonic lands on them, then reappear 





soon afte 


a White Wien 
the While WISP 





capsule and hurry back. Then hop up the yellow 





than 








BACK SIDE 





FRONT SIDE 





ASTEROID COASTER - ACT 2 ` 
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a nlalfarm halo 
a 01 0۷ 













Run through one of 


columns, unleash Purple Frenzy, and chomp your 


pring to reach the Specia 











he reverses dir 


Work along the “ceiling 


Sonic, and jump pa 





the platform on the far-r 


hop downward from panel to panel to get back t 


ot (19) where gravity shifts back and Sonic 








t-SIde Up 




















Now it's time to head for the Goal Ring to the 1 












More gravity changes make the last few meter 





the lift 
ad = hazardous. You must work your way to the right with 
You have to jump from the ceiling E 


perfect timing, one vertical row of crates at a time. If‏ : ماک 
e downward to the next platform (23) : :‏ 


you wait too long in front of any moving crates, Sonic 








the extended double-{ 3 
1. When the first stack of three crates 


retracts, move rightward to the row of 
two. When it retracts, step into its path; 
gravily reverses and Sonic "falls" upward 
onto a platform. 


to drop again, nailing the Egg Pawn waiting fot 





when the two vertically stacked crates retract, then 


2. When the next stack of three crates to 
the right retracts, step off the platform; 
Sonic again falls upward, this time to the 
ceiling. 


3. When the next stack of two crates to the 
right retracts, step into its path; gravity 
corrects itself and Sonic falls downward 
to the platform below. 


4. Step to the last moving stack of two 
blocks, wait for it to retract, then step 
off the platform and nail the Egg Pawn 
below (27). Now Sonic is safe, and he 
can hop up on the last platform and ride 
up to the Goal Ring! Whew! 





When Sonic lands here (25), gravity s 
Special Ring (26) to Sonic's left 
falls upward! Instead, walk to the right when the crates retract, wait until the next cr 


he drops to a lower p 


de up. The 


a 
9 
3 
en 
n 
O 
f 
3 
تہ‎ 
=] 
a 





)se, but stepping ] It reverse 





retract, and drop down 
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Now walk leit 


want something to 








ACT 3 
Mission 


This Act features some areas accessible only to the Pink Spikes form. If you haven't already been to the 
Planet Wisp theme park to complete Act 1 there and unlock Pink Color Power, we suggest you do so now 
Our walkthrough assumes the Pink Spikes form is available to you. 


Nail the two Egg Pawns to the right and use the blocks 
to hop down the shaft (1), ignoring the Special Ring in 
the spiky alcove for now. (We'll pick it up later without 
injury.) Watch out for the Egg Pawn gunner a few 
blocks down the shaft 


At the bottom, work to the right through two more 
Egg Pawns to the Spring (2) that bounces Sonic up a 
narrow shaft and shatters the column of destruttible 
blocks on the way. Land on the small ledge at the top 
and step through the checkpoint 


Wisp Powers Available 





Wisp Power Wisp Power 


Available in This Act Available in This Act 

















Level Details 
Se ETA 


5 900,000 
A 500,000 
B 400,000 
C 250,000 


Stage Length Very Short 


Time Over 2:30 
Starting Points / Points کی‎ y 
Deducted Per Second 190,000 7 1,000 


Number of 
Added Bonus 





0 150,000 
1 112,500 
2 97,500 
3 30,000 
4 15,000 


5ormore 0 


Enemy Types 


Points: 1,000 








ASTEROID COASTER 


ACT 3 





SPECIAL ANAL 


Now comes the trickiest maneuvering of the Act 
Drop down onto the yellow mobile Sprir 
bouncing 


0000 


Jow get ready for a nasty surprise: those big blue 
boxes you move past are deadly! They detect any 
motion in front of them. Whenever Sonic moves in 
iront of one, the box flashes red and, after a few short 
seconds, suddenly pushes out from the wall. If Sonic 
gets caught in front when the box is red and extends 
he gets KO'd and you lose a 
or not you have Rings in your inventory. After a few 
seconds, the box retracts and turns blue again 


try regardless of whether 


Te 












flashing starts, do 3 
to shoot Sonic above 


After reaching the right wall, jump onto the blue 





olor Power 


p capsule. Let's roll! 





کے 


ہیں ہکا 








Activate Pink Spikes. (You can finish this entire Act 
without changing back from the spikes form.) Start 
rolling up the wall and across the ceiling. Along the 
through the Special Ring (6) then re-attach 
to the ceiling. (If you missed this ER Ring (4) 

can also roll through that now). Roll 
the ceiling through another Pink Wi 
and the 1- nié then roll 085 


way bounce 


previously, Sonic 


leit across 















o the 
ThE SPECIAL DIES! 
Fun, eh? Keep rolling! Roll down the walls of the vertical shaft to this spot (2) (collecting multiple 5 tings along 
the way) and up the gh another Pink Wisp capsule (8) to replenish th Ro 
„pward through the Spec piky panel that you wisely by ard to the 





wall and roll up and across the c ce 


hrough a Pink Wisp capsule (10) to rep 











O Special Ring 


— o 


TN 





Roll left, down the shaft to another Pink Wisp 


oO 
It 
> 
» 


o 


oo 00 00 
ےھ ری‎ O90 00 0 
020000 


capsule (11), and then hop across to the crates 
surrounding the visible Special Ring (12). Smash 
into that area 
the Special Ring and Super Rings, then exit the same 
way. Don't hit the Goal Ring yet! Hop carefully over 
itand roll down the Blue Blocks on the o 
Smásh the destructible crates tucked in the corner to 
find a hidden Special Ring (13), then go head into 
that Goal Ring! 


via the one destructible crate, collect 


O O O O O 
30000 











200000 


ther side 
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ACT 4 
Mission Level Details 


This Act is a simple race around a circular track with five running lanes The way to score high is to hit the five 





Special Rings and trip the blue button that triggers the appearance of the Goal Ring as soon as possible, all 5 500,000 

while bumping Moto Bugs (your opponents) out of the race without getting bumped yourself A 400,000 

B 300,000 

| C 200,000 
Time Over 2:30 


Starting Points / Points 


Deducted Per Second 150,000 / 1,000 


Number of 
Added Bonus 





0 150,000 
1 112,500 
2 97,500 
3 30,000 
4 15,000 
5ormore 0 





Wisp Powers Available Enemy Types 


4 


Points: 1,500 






Wisp Power 


Available in This Act 





























There are two familiar ways to increase your speed. You can pick up White Wisp capsules that pop up along 

the route and use their Boost when you need it. Sonic also hits the Dash Panels set at regular intervals around 
the track. As in every mission that's not a boss battle, you can find Special Rings along the route. They appear 
in a very specific order. (See our Race Plan on this page). Remember, though, that the first four Special Rings 


appear only once! If you miss them, you won't see them again on subsequent laps. 





When the blue button appears in the outer lane 


ane. Note that when you hit t 








Here's a racing plan that guarantees a high score 
Keep in mind that the random jockeying o 


can interfere with these tactics. Just slam them good 


with a Quick Step or a Boost. Each Moto Bug you na 


is worth 1,500 points: 


* Start in the center lane and scoop up the 
Rings and White Wisp capsule right out of 
the gate. 


* Quick Step right one lane to pick up the 
first Special Ring. 


* Quick Step left two lanes to get the 
second Special Ring. 


* Quick Step right three lanes to pick up the 
third Special Ring. 


* Quick Step left four lanes to pick up the 
fourth Special Ring. 


* Quick Step right four lanes to hit the blue 
button that triggers the appearance of the 
Goal Ring in the center lane. 


* Quick Step left four lanes to pick up the 
fifth Special Ring. 


Quick Step right two lanes to hit the Goal 
Ring and complete the Act. 












Level Details 


Very Short 


150,000 / 1,000 


kummer of 
Added Bonus 





EGG PAWNS 


Points: 1,000 





Wisp Power Wisp Power SPINNER % ve 
Points: 500 سے‎ Y 
Available in This Act Available in This Act (7 





pu 


mm. ASTEROID COASTER - A 





ی شش 









SPECIAL AINGI 


At the bottom, go left to the regenerating Purple Wisp 
capsule (3), activate Purple Frenzy, and chomp your 
way to the right, all the way to the wall. Don't miss 
the Special Ring (4) hidden in blocks and tucked in 
the corner. Gobble up the regenerating Cyan Wisp 
capsule (5), too 





SPECIAL 
p capsule (3)— , The next pair of S R 
ing e eckpoint (6) make a d 


ft. This shoots Sonic up thr 
, veer hard to tso he 











SPECIAL ANGI 


If you manage the landing, you have quick access to another Special Ring. Use t 


^ a tha rinht 
) al 0 78 2 ine rigni 


r. Slide under the low blade then hop 





IUA 


Jump down and fight through Egg Pawns until 
Sonic reaches the Purple Wisp capsule (12) on 












Frenzy. As you chomp across the room, 

make sure you jump and chew on blocks up 
high too—a 1-UP (13) is hidden in one 
of the squares. The Goal Ring (14) 
spawns once you've cleared the 


rea of Egg Pawns. Jump into it 
a 














ACT 6 


= = a 
Mission Level Details 
T de. But follow our directions for an efficient trip througn zn 


his Act opens with what seems like a chaotic coaster f ا‎ 5 
a Special Ring 5 1,750,000 

à 1,600,000 
1,250,000 


C 850,000 


0 


a3 





les the first planet, dips down, then comes right back up to a series of 


From the start, ride the coaster as it circ 
Rainbow Rings (1). Jump into the Rings to bounce Sonic to a new train (2) on a different track Stage Length 





Points: 1,000 


> 
E! , 





i 


Points: 1,500 


Wisp Power Wisp Power IN 
m 2 


Available in This Act Available in This Act Points: 1,000 下 
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pops up and s 
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Special Ring 


37:537 Coaster Path 


Wire Path 








SPECIAL i 
platform in ۱ E T he rods to > up to the top | 

capsule (11) and 

Push the frenzy all ۱ 


green lava. Fo 
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the blue columns 
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annthar Pirnia Wien eancula 
angue را‎ 0186 WISP Capsule 


SPECIAL ANGL 


This upper walkway doubles back d 





him from falli 
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ud cil 


n an upper walkway (17) 








pe 
L 


ottom of the cham 


a series of hatc! 


Ring at last 


185 








e eyeball opens a hatch at the 
just freefall down through 
until Sonic drops into the Goal 





er. | 


c 




















BOSS 


Mission Level Details 
| Rank [Score 








This boss fight is very similar to the one at the end € na 
light-road with the perspective shifting back and forth from 3D (camera behind Sonic) to 2D (side view). As the 5 2.900.000 
Act opens, a big trigate named the Skullian drops down in front of Sonic and opens fire with its aft machineguns A 2.300.000 





as it leads our hero up the light- B 1,750,000 
C 1,250,000 
Stage Length Boss-only 





Time Over 5:30 
Starting Points / Points 


Se 800,000 / 2,400 
ted Per Second 





Number of 
Added Bonus 





0 1,000,000 
1 750,000 
2 650,000 
3 200,000 
4 100,000 
5ormore 0 


Boss 





AN 


Points: 100,000 for the Skullian s 
final destruction 

100,000 for each of the 7 ship pi 
that can be destroyed via Homing 
@ Attack 

30,000 for each of the 7 ship pa 








® : that can be destroyed by a first 
P, Orange Rocket attack 
<d » 100,000 for each of the 2 ship p 
3 that can be destroyed by a seca 
E Orange Rocket attack 
Wisp Power Wisp Power 


Available in This Act 





Available in This Act 


In this boss battle, Sonic tights Eggma 


vessel while sprinting down a long, stra 
light-road, so no map is necessary. 








Your ongoing task is to get close enough to the Sku/lian to unleash quick Homing Attacks on its vulnerable Then the Skullian drops down and starts firing energy 


| points (marked by red lock-on cursors when Sonic jumps). Sonic must smash off six separate sections of the blasts from its four gun turrets. These orbs are dez 
vessel, each worth 100,000 points. You get another 100,000 after finally destroying the Frigate Skullian but move slow enough to evade them. Vary your speed 


to confuse the ship's targeting—the guns won't adjust 


ay quickly when Sonic suddenly speeds up or slows 
VIEW down. When blasts do zero-in on Sonic, jump to get 


out of the way 





s you give chase in 3D view (camera behind Sonic), you must Quick Step side to side to avoid the Sku//ian's 


> 


:00p up items (like Rings and Wisp capsules) lining the route. The Skullian occasionally 





gunfire. You can also 
drops crates of items, as well—most are useful, but the drops include the occasional spiky mine, too. Use the 





oost provided by White Wisp capsules to close the gap quickly for your attacks on the vesse 


Watch for Orange Wisp capsules! If you 
can unleash the Orange Rocket when 
Sonic gets directly underneath the 
enemy ship, you can inflict a large 
amount of damage and gain lots 
of extra points for knocking off À : Watch for more items dropped from the ship: some 
special paris of the Skullian. = | are valuable, others dangerous. When Sonic gets 
You cannot destroy these close enough, launch Homing Attacks again. Keep 
parts using standard Homing S punching that button once you land a blow! You can 
Attacks—only Orange Rocket works! get in multiple strikes in a row. And remember: if 
Sonic gets directly underneath the ship, use Orange 
Rocket if you've got it available. This puts a big hurt 
on your foe. 





Later, Sonic also faces asteroid clusters in the 3D sections. Huge, tumbling rocks drop down through the light- 
road. They fall slowly, so you have time to Quick Step out of their way. But don’t get lazy Taking an asteroid in 
the chops is not a pleasant experience 








Each time you land a significant series of blows or 
aunch the Orange Rocket, the enemy ship disintegrales 
ff part of 





a bit more, losing parts. Each time you knock 





the ship, the next sequence is toughe 


more asteroids bouncing on the road, more dangerous 





items dropped in your path, and so forth. Keep attacking 


until the Sku/lian finally explodes! 





Eventually, the big ship zooms away as the camera 


view shifts around to the side. Now Sonic faces two 













different types of challenges. First, twirling asteroids 
start bouncing down the road. Naturally, they inflict 
damage upon contact. Use Boost to speed up and 
avoid the landing points of these deadly projectiles 
















Mission Level Details 
Rank | Score 


This Act puts together three of your favorite evil foes from previous "racetrack"-type encounters. Individu 


















they're tough. Together, they're rea//y tough. No Special Rings or 1-UPs available here; just pure, unadulterated S 800.000 
robot vs. hedgehog super-sprint action A 650,000 
B 500,000 

You start with an escort of three Egg Chasers up ahead—one in each of Sonic's three running lanes. This makes C 300.000 
dodging their laser blasts with Quick Step much trickier. Remember that Egg Chasers swing their arms right before 
thay shont Watch for that action to Quick Step out of the way. The first Egg Chaser trio slams inti Stage Length Short 
the halfway point of this first stretch, but three more drop in to take their place Time Over 451 

۲ = 

3 320,000 / 1,100 





Number of 
Added Bonus 


2 182,500 

3 56,000 

4 28,000 
5ormore 0 


Enemy Types 


Points: N/A : 


BU g 


Points: 1.5 










Wisp Power 


Available in This Act Points: N/A AT ۲ 
یہ‎ 
m 2 
= — à ۲ ۳۹ 9 — ۱ à à This Act features a Series of long, straig 
a RE پا ا‎ GEA RE 59 IR RET îi three-lane running tracks, so no map is 


necessary. 





When Sonic reaches the end ot the first run, he loses 





the Egg Chasers but drops onto a three-lane racetrac 
Atf 





filled with Moto Bugs. At firs 
their numbers increase as Sonic p s down the 


track. As in your first encounter with the bugs in 


Asteroid Coaster, slam them from th 








nte 
nts 





FO RE 
w of Springs that 


bounce him over to a new road 





Soon the danger multiplies. With the Big Chaser still 
on Sonic's tail, a fleet of Moto Bugs suddenly joins 
in the fun. Keep dodging the Big Chaser's laser shots 
while dodging bugs until reaching the end! 








Now your old buddy the Big Chaser drops in behind 
Sonic. This road has three Quick Step lanes, as wel 
Like your first meeting with the purple m 
he tries to get up close and whack Sonic with big 
roundhouse swings. Hold down the Boost button 

to create plenty of separation. This is good far two 

reasons: the Big Chaser can't reach Sonic with his 

melee swing, and you get more time to see his two- 





lane purple laser blasts coming and Quick Step into 
the safe lane, Run in the center lane as often as 
possible; that way, it's not necessary to Quick Step 
more than one lane to dodge lasers 





ÎNC A TA m 
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Mission Level Details 
‘ales METETE 





Here it is at last: Sonic versus Eggman. Well, there's a Nega-Wisp Armor suit, too. This running 
somewhat similar to the ones Sonic fought earlier against Eggman's two frigates, the we an 











S 4.000,000 
As in those fights; your task is to chase the craft up a long road and dodge the badness that Eg: A 3,100,000 
Sonic can catch up to the Nega-Wisp Armor and nail it with a series of Homing Attacks. Repe S process B 2.300.000 
until the suit is destroyed C 1,500,000 








Stage Length Medium 
Time Over 6:28 
Starting Points / Points 
Deducted Per Second 





465,000 / 1,200 






No-Miss Bonus 


Number of 
Added Bonus 







0 450,000 
1 337,500 
2 292,500 







3 90,000 
4 45,000 
5ormore 0 





Boss 
NEGA-WISP ARMOR 


Points: 100,000 







Wisp Power 





Wisp Power 


5 ۸ 
Available i in This ‘Act Available an in act 


AT In this boss battle, Sonic fights Eggmar‏ 5 کے 
AE‏ 


LESE RE ۱ : | his Nega-Wisp Armor while sprinting dow 
a long, straight walkway, so no map is 
necessary. 











As the battle progresses, Eggman unleashes dark versions ot the very Wisp Color Powers that Sonic has been Note that after landing a few attacks on Eggman's 
using throughout the game. At first, Sonic runs toward the Nega-Wisp Armor as the deadly suit glides backward ı robot, Sonic starts picking up companions—Wisps 


down the road. From the cockpit, Eggman activates Cube power, dropping Blue Block mazes in Sonic's paih, of various colors. Once this begins, a new color joins 
and Spikes power, dropping rows of spike balls across the road. Hitting these causes damage, so Quick Step to Sonic each time he gets in a complete attack on the 
avoid blocks, then simply jump over spikes Nega-Wisp (including that series-ending punch in the 
face to Eggman). At first, the Wisps provide only moral 
- سود‎ support, but eventually (once you hit Ihe Nega-Wisp ٢ 
۱ > Armor enough times and all seven colors have joined i 


up), they give Sonic some powerful help 


—————————— 





۱ 
Finally, Eggman unleashes Laser power, sweeping a 
deadly purple beam across the road from side to side. 
Sonic must hop over the beam to avoid getting hurt - - 一 一 ۱ 


After a final punching attack staggers Eggman, use 
your controller in the usual way to activate color 
power and watch all seven Wisps circle and approach 
the Nega-Wisp Armor. When this happens, run up and 
unleash a Homing Attack: it will combine all seven 
Color Powers in one mighty strike. This finishes off 
the boss. You've almost completed the game! 

















Again, your objective is to catch up to the Nega-Wisp 
Armor and nail it with Homing Attacks. Each time 
Sonic gets close, start pressing the Jump button to 
trigger the red lock-on cursor, then unleash a series of 
blows. The last attack in each series is a nice punch to 
Eggman himselt in the cockpit! 


Eventually, Eggman pilots the Nega-Wisp Armor so that it drops in behind Sonic. He also starts using combo 
Color Power attacks—tor example, using Cube to toss out blocks then using Laser to ricochet beams off the 
blocks in zigzag shots that are much harder to anticipate and dodge. He may also add Spikes to Cube, sending 
single spike balls bouncing through the corridors created by the Cube power's blocks—again, making them 
harder to dodge. 
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ISSION 

This is a very simple, yet breathtaking, escape 
mission. Sonic watches a great violet energy sphere 
approach as it consumes Eggman's space station. As 
Ihe destructive cloud advances, the walkway leading 
back down to the planet starts to crumble. Sonic's 
final objective: Aun! 





Wisp Powers Available 


Wisp Power 


Available in This Act 











ery little “strategy” to impart here. Sonic 
automatically sprints down the walkway. Your task is 


to use Quick Step and/or 








) avoid collapsing 





around in tront of Sonic and you're nearly home 
y y 





Keep running and jumping a few more seconds to 


trigger the final movie sequences. Good job! 


Enemy Types 


SONIC: FACES NO 
ENEMIES IN THIS ACT: 


EGGMAN'S SONIC SIMULATOR 


As you play through the game and collect Special Rings, you unlock special bonus missions in Eggman's Sonic Simulator. In this section you'll find 
complete maps plus notes for each mission. See Eggman's Sonic Simulator Unlocks table in the Basics section of this guide. 


STAGE 1-1 


This is a fairly simple, straightforward run. 
Watch out for the Buzzers en route. The billiard 
balls help you wipe out Egg Pawns. but don't 
get rolled yourself! To reach the Egg Medal, 
make quick jumps across the disappearing 
yellow platforms. 














STAGE 1-2 


Make sure both Sonics collect Cyan Laser 
capsules so you've always got two laser shots 
available. Keep using the Cyan Laser form to na 
bonus slams through the Egg Pawns foolishly 
lined up in a row for you. Keep this up all the 
way through the first loop. Have fun with the 
Punching Ball in two-player mode! Target the 
nearest prism with your laser for a sweet zigza 
slam. Then ricochet the laser off the back wa 
nab the Egg Medal. 





99 9 6 6 ۵ 6 ۵ ۶ 





GREEN 


STAGE 1-3 


Blue Cube puzzles abound in this mission. 
Fortunately, they're easy to solve, especially if 
you keep running both of your Sonics into Blue 
Wisp capsules. Stomp on destructible boxes 

to help reach the Egg Medal. Hop over the last 
movable box instead of pushing it off the ledge. 
Then you can drop down and access the Slot 
Machines before you hit the Goal Ring. 





This is a very spiky kind of level that involves a lot of crushing. 
Prepare to sprint and hop past deadly spike and crusher panels. Make 
sure to go full speed across the rising bridge, as well. You must ride a 
crusher up and then Air Boost to reach the Egg Medal, but make your 
jump to the medal on the way up, or else the crusher will shoot Sonic 
upward to oblivion! 





After the Quick Step start, use Cyan Laser to shoot Sonic through 
destructible blocks in the shaft. Keep blasting those laser shots to work 
quickly through the underground route. After more precarious Quick 
Step bridges, use Cyan Laser again to blast through the lower maze to 
the Egg Medal and, eventually, the Goal Ring. 





This is the first bonus level with underwater areas. Careful, the underwater 
floor sections collapse when Sonic touches them. Use the Yellow Drill 
whenever possible to explore beneath the surface. Remember to use Boost 
to get through the Revolving Doors. Beware of the drop-in squad of Egg 
Pawns when Sonic reaches the second set of Revolving Doors! 








STAGE 
ات‎ 


Jump into the loaded springs 
and press the Jump button 
when they point upward 

in order to reach the more 
lucrative upper track with 

its Rainbow Ring and Super 
Ring bonuses. Don't miss the 
Egg Medal tucked under the 
slope, and watch out for the 
Sandworms firing like turreis 
not long after. When Sonic 
reaches the grind rails, be 
ready to jump over gaps while 
grinding 














Watch out for the painful flame nozzles. 

You can take upper or lower routes. Both 

are challenging; the upper route has better 
goodies, you must Wall Jump up to the Super 
Ring. The final set of ramps is nasty. with big 
billiard balls rolling down from ramp to ramp. 
Double Jump them to reach the Egg Medal and 
then the Goal Ring. 





Here's another level with underwater sections. Avoid the first capsule marked with the *?” icon, 
but jump into the water and collect the second one to get a choice of Wisps. Have each Sonic pick 
one, then use the Yellow Drill through underwater blocks to reach more submerged Wisp capsules. 
Beyond the water, use Cyan Laser tor an Egg Pawn slam, then to ricochet through prisms. The final 
water tank is huge and has multiple compartments, so be patient, look tor Yellow Wisp capsules, 
and drill your way through the blockages. 











STAGE 4-1 


Use Homing Attack on the Exploding 
Balloons to collect Rings and bounce up to 
the next ledge, then descend via the moving 
platforms. Leap early when you see a billiard 
ball approaching and extend into a Double 
Jump to clear the rolling hazard. Don't let 
the billiard balls distract you from the Egg 
Medal in the hidden alcove near the top 

of the slope. When Sonic reaches the Slot 
Machines, jump directly on top of each one 
to avoid the rotating spiky mines. 


RED 
STAGE 4-2 


This is a three-lane track with gaps, so it 
does not require a map. Just follow this 
advice: You start off dodging laser fire from 
a pair of Egg Chasers. Watch out for Egg 
Pawns on the route. Then Moto Bugs join 
the run. Use Boost to KO bugs from behind 
or just Quick Step into them from the side 
Target the big black Moto Bugs when they 
appear—if you KO a black bug, all current 
bugs spin out, leaving the track clear for 

a few seconds. The Egg Medal is in the 
rightmost lane over a gap, so you'll have 
to jump to collect it without losing a try. 





EGGMAN’S SONIC SIMULA' 





RED 
STAGE 4-3 


This is a frightening mission. In the first 
chamber, the moment you step on the blue 
button the spiked floor starts rising and doesn't 
stop until it reaches the chamber's ceiling! Hop 
upward and use Cyan Laser shots to stay ahead 
of the spikes. In the second chamber, the spikes 
come from the side, so do some fast hopping 
up the panels; you must get all the way to the 
top to score the Egg Medal, a tough task. The 
top chamber lets you ride an Orange Rocket up 
to the Goal Ring, but other points can be earned 
from firing the Cyan Laser into the many prisms 
floating around the area. 























STAGE 5-1 


This area features a mix of hazards. The underwater sections have no 
Yellow Wisp capsules available, so Sonic must run and swim through. 
Look for air bubbles! When you reach the first set of three rotating 
platforms, hop to the right to find a blue button that deactivates the 
yellow floor below or else you can't go any further. 














After knocking around some 

billiard balls, Sonic reaches some 
diggable dirt and a pair of Yellow 
Wisp capsules. Instead of digging 
right away, push the movable crate 
and follow the narrow passage to 
astash of Super Rings. Look for 
more of these back passages as you 
proceed. Don't miss the Egg Medal 
underground in the second diggable 
dirt area, but watch out for Moles 
(big and small) that engage Sonic as 
the Yellow color gauge counts down 








PURPLE 


This Act really puts the Pink Spikes to the 
test. Hop and roll up through multiple levels 
of tower. To open the ceiling of each tower 
section, you must nail Egg Pawns. The Pink 
Spikes form is excellent at riding small 
moving platforms; just jump up and attach to 
the bottom, then roll to the platform's top in 
case your color gauge runs out. Remember 
that Pink Spikes can smash right through 
destructible crates. 





Use Boost to slam through lines of Egg Pawns and try an Air Boost through Spinners 
floating in the gap. Keep an eye out for zip-line wires that can speed up your progress. 
The Egg Medal is in an alcove near the end; you can approach it from two different 
directions. but watch out tor the collapsing panels on the bridge just before you get there. 














The key to completing this Act is looking for 
Ring trails when using Green Hover, then 
following them with Ring Dash. You can't get 
very far otherwise. Try not to hover right in 
front of the Egg Pawn gunners. In most cases 
when you nail a gunner, another Green Wisp 
capsule appears so you can replenish your 
color gauge. The Egg Medal is tough to get 
here. It hovers well below a curving, double 
trail of Rings, so descend toward it, then try to 
get back up to the Rings for a Ring Dash to the 
next plattorm. 





This unique Act alternates between Green 
Hover and Yellow Drill underwater segments 
In the water, don't drop through the bottom 


surface or Sonic falls and loses a try: Yellow 
Drill is fast and hard to control precisely. 

so don't let it dive too low. When you gel 

a Green Wisp capsule underwater, you can 
still follow Ring trails to speed through each 
water volume. 




















STAGE 7-1 


This is a fairly straighttorward level. There's 
only one real trick: When you jump up to hit 
blue buttons on the underside of platforms 
that then lower the platforms, try to land and 
hurry back to the left before the platform 
drops. This lets you climb the platform 
instead of getting cut off underneath. 

Doing this provides easier access to the 

Slot Machines and the Egg Medal. 





EGGMAN'S SONIC SIMULATOR 3 


SKY STAGE 7-2 


For some reason, we found this to be one of the most difficult levels to 
beat. It’s easy enough using Orange Rocket to shoot your way up the first 
Egg Medal from below. 


from above and a series of billiard balls roll back an 
floor. The rolling ball takes out the Egg Pawns 
pretty tough to keep Double Jumping over the ball 
pawn attacks. Good luck! 











This is a long mission 
here. Don't fall out of the 


set up your Orange Rocket stats u 
Use Orange Rocket 5 
out for the 1-UP spimmung 
can jump atop the cres 
shoots Sonic up 


articularly tricky 


aná make sure you 


al trails of Rings. 
And keep an eye 
anels en route. You 
f quickly before it 
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DEFEAT THE 
EVIL DR. EGGMAN! 


An amazing interstellar amusement park floating in space sounds like 
loads of fun, but the diabolical Dr. Eggman is behind it ااهااه‎ 5 your job 
to free an alien race called Wisps and-harness their colorful energy to 
unlock secret paths toward your goal. It’s a hefty task, but our maps and 


tactics make sense of. it all so'that you can just env? Sonic Spee 
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Descriptions of items, enemies, and power-ups; plus 
unlockables and everything you ever wanted to know about the 
complex Scoring System, courtesy of the dev team at Sega! 
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